of Might and Magic 



l~)eRoes op Iflighc and Ifl&gic 
© 1995 "Che 300 Comply . 

All Righcs ReseRved 
Second Cdinon 

The enclosed soFriuaRe pRogRam and rhis manual aRe copyRighred. All 
Righrs ReseRved. This manual may nor 6e copied, phorogRaphed, 
RepRoduced, or Reduced ro any elecrRonic medium or machine 
Readable Fortti, in cuhole or in paRr, cuirhour pRioR umirren consenr 
Frotti The 3DO Company. PoRrions oF rhe pRogRam accompanying 
rhis booh may be copied, by rhe ORiginal puRchaseR only, as necessaRy 
For use on rhe compureR For cuhich ir cuas puRchased. 


Designed and DiRecred: 

]on Van Caneghem 

Addinonat Design: 

Phil SreinmeyeR 
De66ie Van Caneghem 

Lead pRogRAmining: 

Phil SreinmeyeR 

PRogRAmming: 

CDaRh Caldiuell 
QeoRge RuoF 
Todd HendRi/: 

Bod Rahoshy 
CDichael Sean Clemenr 

Arc DiRecroR: 

Julia Ulano 

ARnsrs: 

Bonira Long-Hemsarh 
Joel Payne 

ODihe (JJinreRdaueR 

Music and Sound Design: 

Rod King 

Doum "Cherries: 

Paul RomeRO 
Rod King 

ORchesrRaC ARRangements: 

Paul RomeRO 

Ctassicat QuiraR: 

FRanh Simes 

DaRpsichoRd: 

Paul RomeRO 

PeRcussion: 

Rod King 

(JjRinng and Manuat: 

Rozira Tolouey 
Deane Rerrig 
BRuce SchlichdeRnd 
Bill Faiucerr 
(JJilliam R. FoRsrchen 

Manual IdustRation: 

ApRil Lee 

ScenaRios: 

Jon Van Caneghem 
ChRisrian VanoveR 
Clayron RerxeR 
CDaRh Palczynshi 

CfA IflanageR: 

PereR Ryu 

Cesnng: 

BRyan FaRina 
Douglas Rorhman 
Pavel Vesely 
(JJalreR Johnson 
Scorr (JJhire 
CDaRh Caldiuell 
CjeoRge RuoF 
Scorr CDcDaniel 
Benjamin Benr 
Deane Rerrig 
Clayron RerxeR 
CRaig Konas 
CDaRh Palczynshi 
ChRisrian VanoveR 


l~)eRoe8 op Might 
And Magic 


XZdJbic op 
Conrenrs 


InrRoducnon 
CucoriaI 
HI Ain Menu 

Dew Game and Load Game 
Standard Game 
Campaign Game 
/Y\ulti'Player Game 

AdvencuRing 

Adventure Window 
World Wap 

Heroes and Town/Castle 
Hero Locators 
“Cown/Castle Locators 
Adventure/ Action Duttons 
Status Window 
ConcRotling lleRoes 
/V\ovement 
l”)eRoe8 

Hero Window 
Hero Trading Window 
Counts And CAsctes 

Town/Castle Window 
Common Dwellings 
Creature Dwellings 
Com&Ar 

Castle Combat 
LerreRS pRom LoRd iRonpsc 
Mines And ResouRces 
paun CAscte ConscRuccion l")ieRARchy 
ptAins CAscte ConsrRucnon l")ieRARchy 
pDResc CAscte ConscRuccion l~)ieRARchy 
MouncAin CAscte ConsrRucrion l~heRARchy 
Common Ouieltmgs 
Rnighc CAscte 
^ARdARiAn CAscte 
SoRceRess CAscte 
(JjARtocti CAscte 

MiscettAneous Ouiettings/ Crcacurcs 
Spelts 

Key&oARd CommAnds 


5 

8 

20 

21 

21 

23 

24 
26 
26 
26 
27 
27 

27 

28 

31 

32 
32 
36 
36 
40 
42 
42 
44 
46 
48 
51 
54 

73 

74 

75 

76 

77 

79 

80 
82 
84 
86 
88 
90 
94 



InrRoducnon 

Heroes oF A/\ight & /V\agic is a Fantasy strategy game 
that pits the player against three diabolical warlords in a 
struggle For territory and resources. Dangerous war- 
lords and creatures roam the land and await any hero 
who sets out to deFeat them. Players hire heroes and use 
them to gather men, creatures and material For the Fight 
against the other three warlords. Victory comes to the 
player with the right combination oF tactical skill and 
strategic planning. 




Basic OpeRAcions 


Mouse 

When the manual calls For you to "click” on something, 
place the cursor over the desired item, press the left 
mouse button (or the only mouse button For a Macintosh 
computer) and release the button. "FVclick” means click 
with the right mouse button. Macintosh users need to 
hold down the and click with the mouse button when 
FVclick is called For. 

you can get inFormation on most things in the game by 
placing the cursor over a menu, hero, map detail - just 
about anything - and FVclicking ( -click For Mac). Hold 
the button down while you read the inFormation window. 
Releasing the button will clear the display. 

“Che mouse cursor will change during game play to give 
you inFormation or reFlect the current command mode 
you are in. A complete list oF these symbols appears in 
the Movement section oF this manual. 

file SeCecroR 

When loading or saving games, you will be presented 
with a standard pile Selector window. 'Co select a File, 
click on the name to highlight it. “Che name will now 
appear in the purple bar at the bottom oF the list. Click 
on OKAy Alternately, you can click on the highlighted 
name a second time or press the OYCCFV F\CCUF\n key. 
Click on CADCCL to exit the menu without making a 
selection, or press the CSC (escape) key. 

IF the list is longer than the window can display, you can 
scroll through the list in two ways. Along the right side 
oF the list is a slider bar and two arrow buttons. Click on 
either arrow button to scroll in the direction the arrow 



indicates. To get to a selection Fast on a really long list, 
drag the slider bar in the direction you want. To drag the 
slider bar, click on the slider button, and while still hold- 
ing the mouse button down, drag the cursor in the 
desired direction. 





TJuroRial 

Hate to wade through rulebooks? Want to get Familiar 
with the basics oF the game quickly and just go oFF and 
explore? you’ve come to the right place. Chis tutorial 
will walk you through a Few turns oF the Claw scenario. 
Once you have installed Heroes oF /V\ight and Magic, load 
the game and we’re oFF. 

from the Main Menu, click on LOAD GAMG. Chen click 
on SCAHDAAD GAMG From the next menu. Chat menu 
will be replaced by the file Selector. Click on the File 
name Cutorial, to highlight it. Che name oF the File will 
also appear in the purple bar just above the two buttons 
at the bottom oF the file Selector. Click on OKAy 



Lots oF stuFF to look 
at. Che big window 
on the leFt is the 
Adventure Map. 
Chat’s your castle in 
the middle with your 
starting hero sitting 
astride a horse at 
its entrance. On the 
right are a variety 
oF controls and indi- 
cators. Let’s explore 
these For a moment. 

In the upper right is 
the World Map. 
Chere’s a pink box 
around the area oF 
the map that is dis- 
played in the 
Adventure Map window, you start oFF only seeing a 
short distance beyond your own castle. As you move 




your heroes about, more oF the map will become visible, 
you can scroll the Adventure A/\ap in a number oF ways. 
/V\ove the cursor to the extreme edge oF the screen and 
the Adventure A/\ap 
will scroll in that 
direction. Give it a 
try. IF you scroll too 
Far and can no 
longer tell where 
you are, look up in 
the World /V\ap. 

Place the cursor 
over the colored 
blob that is the ter- 
ritory your hero has 
charted and click. 

“Che castle and the 
surrounding environs 
are displayed again 
in the Adventure 
/V\ap window. 

below the World /V\ap is a display showing your heroes 
and castles. This is the hero and castle selector. The 
handsome blue Fellow is the hero you happened to start 
with. There is a red outline around his box, indicating be is 
the "active” hero. Place the cursor over his picture and FV 
click and hold the button down. A window will come up 
displaying bis name, statistics, and the type and number 
oF troops that are accompanying him. F\elease the mouse 
button and the display disappears (you can F\-click on 
many things in the game to get this kind oF quick inForma- 
tion). The blank boxes below yog (your hero) and your 
castle are For Future heroes and castles. 

beneath the hero and castle selectors are six buttons 
that will aid in playing the game. We’ll discuss these as 
we go through the tutorial. 





The bottom display is the Status Window. It currently 
shows the active hero and his army. Place the cursor 
over this window and click. It now shows the amount oF 
resources, towns, and castles you control. It will auto- 
matically return to the army display aFter a Few seconds. 
Click on it again a couple oF times. It will now show you 
the month, week, and day. Dew recruits become available 
each week, so it’s wise to keep track oF the time. This 
tutorial begins a Few days into the week so that several 
buildings could be added to your castle to get you into 
the thick oF things Faster. 


Place the cursor over the castle next to your hero’s icon 
in the castle selector and click (but not on the mono- 
chromatic castle in the group oF six buttons). The castle 
now has the red box around it, indicating it is active. The 
Status Window also changes to display your resources, 
since your hero is no longer active. Click on the castle a 
second time to bring up the castle display. 



Along the top oF the castle window are the dwelling 
places oF your potential recruits and the exterior oF the 

castle. Place the cursor 
over any oF the Four 
dwellings and F\-click 
(holding the button 
down) to see the type oF 
troop, number available, 
and cost per troop, you 
will notice that nobody 
seems to be home at the 
moment (we already 
hired them into your 
army). 


Along the bottom oF the 
display is your hero’s 
portrait, indicating he is 
in the castle. His accom- 






ponying troops are displayed in the row oP boxes to bis 
right, you can have up to Five diPPerent troop types in any 
hero’s army. Dote that there is one space available in 
yog’s army, indicated by the wood-grained horse’s bead. 
Let’s Pill that up. 

Click on the castle near the top oP the screen. “Che upper 
balP oF the display now shows the various dwellings that 
can be purchased, you already have the Hut, Stick Hut, 
Den and Adobe dwellings (marked by the yellow check). 
The Shipyard and Pyramid both have prerequisites you 
don’t currently have and are marked with a red X. you 



can only have one hero in a castle at a time, so F\ocruit 
Hero is also marked with an X. you can FVclick on any oP 
the buildings to get more inPormation about them, for 
now, place the cursor over the bridge and click. 

A window comes up that tells you that the bridge pro- 
duces Trolls. It also requires that the Adobe dwelling 
was built in a previous turn (which we did For you already). 
It will take 20 ore and 4000 gold to build. A quick glance 
at the resources you have (displayed on the lower right 
oF the screen) reveals you have the necessities. Click on 

OKAy. 

The display shows the castle exterior again, and the 
bridge is added on the Par lePt. Let’s recruit some trolls 




to Fill out our army. Click on the bridge and a window 
entitled I\ecruit Troll comes up. There are three avail- 
able at 600 gold each, you are down to 1480 gold, and 
can only aFFord two. you can click on the up and down 
arrows to select the number oF troops you want to 
recruit, but in this case, it is easier to just click on the 

MA x button. That 
will automatically 
choose the maximum 
that you can aFFord, 
up to the limits oF 
how many are avail- 
able. Click on MAX iF 
you haven’t already 
done so, and then 
click on OKAy. 

Two trolls have been 
added to your castle 
garrison. The garri- 
son occupies the Five 
boxes above the hero’s army. They will depend your cas- 
tle iF a hero and his army aren’t around, but aren’t 
involved iF a hero is there. To transFer the Trolls From 
the garrison to your army, First click on the trolls. This 
highlights them with a red outline. Dow place the cursor 
over the empty space oF the hero’s army at the lower 
right and click. The trolls are now part oF yog’s army, 
you can transFer troops From box to box by clicking on 
one troop, and then clicking on the troop that you want 
them to exchange places with, you may also do partial 
troop transFers iF the need should arise. 

There are no more troops available For now, and you are 
almost broke - it’s time For yog to go adventuring. Click 
on the CX 1 T button on the lower right. 

We are back to the Adventure Window. Dote that your 
hero yog has the red border around bis box indicating be 





is the active hero. /V\ove the cursor around a bit in the 
Adventure /V\ap. 'Che cursor will change depending on 
what it is over. /V\ove the cursor over the treasure chest 
that is sparkling just below and slightly to the left oF 
the castle entrance. As you move the cursor it will 
change to a rearing horse as it is placed over the chest. 
'Che rearing horse indicates that there is an event there 
that the hero can interact with. Once the horse is in the 
rearing position, click. A 
green path oF arrows is 
now displayed. “This indi- 
cates the path the hero 
will take. He’ll avoid all 
events, encounters and 
obstacles to get to the 
destination you clicked on, 
now marked by a green X. 
your hero can reach any- 
where along the path 
where it is green. When 
the path or destination 
turns red, the hero won’t 
reach there until subse- 
quent turns. Once the path 
is set, click on the destina- 
tion a second time and the 
hero will move along the 
path towards the destina- 
tion. Do that now. 

you Found some gold. 1 you 
can either keep the gold or r* 
distribute it to the peas- ^ 
ants For experience. At the 
start oF each turn, you 
accumulate 1000 gold For 
each castle you own, 250 
For each town, and 1000 For 
each gold mine, building up 






"Chest 

&K.f ter scouring the area, you 
fall upon a hidden treasure 
cache. You may take the 
gold or distribute the gold to 
the peasants for experience. 
3Do you wish to Keep the gold? 


your castle and army is an expensive 
proposition, so the gold is needed there. 
At the same time, iF you take the experi- 
ence, your hero’s statistics will eventual- 
ly improve, making him better in combat 
or spellcasting. Decisions, decisions, for 
the purposes oF this tutorial, click on 
yes, but learning when to choose one or 
the other is something your own experi- 
ence and style will dictate. 



Look next to your hero’s portrait and 
you’ll see a yellow bar indicating the 
amount oF movement be has leFt this 
turn. G>e aware that it doesn’t start at 
the very top oF the bar - there are items 
that can improve bis movement beyond 
the normal, yog still has some movement leFt, so let’s 
set a new destination. Click on the gray obelisk above 
and slightly to the leFt oF your castle, making sure you 
have the rearing horse symbol. Dote the numeral 2 on 
the right oF the horse. That means it will take all oF 
yog’s movement this turn, and at least part oF bis move- 
ment next turn to reach there. Click to set the path. “Che 
destination is marked with a red X this time, indicating 
you can’t reach there this turn. A/\ove the cursor over to 
the button with the horse icon near the right side oF the 
screen and click. This is the A/\ove button, an alternate 
command that tells your hero to move along the path 
once it is set. 



“Chat’s all For this turn. Click on the hourglass button. 
“Che Status Window will show the computer players 
thinking and the cursor will become a sundial. Once the 
cursor changes back and the Status Window reverts to 
yog’s army, you can continue. 


“Che red X is now green. Click on the /V\ow button and 
yog continues along the path you set last turn. P^ead 



the text about the obelisk and click on OKAy. "Che 
Adventure /V\ap is replaced by a puzzle, with a Few oF the 
pieces missing so that you can see part oF a map beneath 
it. ‘Uhis map reveals the location oF the Ultimate Art i Fact. 
As you Find more obelisks, more and more oF the map will 
be revealed. IF you think you are near the center oF the 
puzzle when you are looking at the Adventure /V\ap, you 
can dig For it.C See Adventure/ Action buttons) ~ For now, 
we’re going to push on. Click on CX1T in the upper right 
where the World /V\ap is normally displayed. 

We have returned to the Adventure Wap. There is a little 
house with a red rooF just to the right oF the obelisk. 
Click on that and move there. A troop oF peasants would 
like to join us. Click on yCS. Whoops) We Filled all Five 
slots available to our army, so the peasants can’t join us. 
Had there been an available slot they would have joined 
us. ALso, iF one oF our troop types was peasants, they 
would have been added to the peasants we already had 
(troops oF the same type always occupy the same slot 
and cannot be split within an army). Click on OKAy. 

Click on the pile oF wood neatly stacked to the right oF 
your castle and move your hero there. A message will 
appear brieFly in the Status Window saying that you 
have Found a small amount oF wood. 

As you moved towards the woodpile, more oF the 
Adventure /V\ap was revealed to you. The hero unveils 
the map a set distance away as he moves about. Just 
above where the woodpile used to be is a wooden struc- 
ture. FVclick on it and you can see that it is a sawmill. 
The sawmill produces two units oF wood each turn as 
long as you own it. Place the cursor over the Front oF the 
sawmill (be sure you have the rearing horse cursor icon) 
and click, you shouldn’t have any movement leFt, so just 
click on the hourglass again. 

Click on the /V\ove button. F\etid the text, then click on 




OKAU Hote that there is now a blue Flag Flying over the 
sawmill, indicating that you own it. It will continue to add 
two units oF wood to your resources at the start oF each 
turn until an opponent hero captures it. 



below the sawmill there’s a gray circular item. /V\ove to 
that. “Text comes up telling you that it is an artifact. 
UnFortunately, this particular artifact was guarded by a 
pack oF rogues. Click on OKAy to enter combat. 


On the leFt side oF the screen is the moving player’s 
troops (the Attacker), and on the right are the encoun- 
tered troops (the DeFender). Thus, your troops will be 
lined up on the leFt in any combat during your turn, and 
on the right in any combat during another player’s turn, 
your troops are lined up From top to bottom in the same 
order that they were lined up From leFt to right in your 
hero’s display back at the castle. 



Combat is Fought in a series oF rounds, with each unit 
getting to move and possibly attack once each round. 
The Faster the unit’s Speed, the sooner it moves in the 
combat round. The computer will determine which unit 
gets to move First, your wolves are your Fastest unit 
and will have a glowing yellow outline when they are 
ready to be moved. FVclick on them to see their statis- 
tics. Dow move the cursor around the Field, you can 
move the wolves to any position on the Field where you 
see the yellow Running N[an icon. ALL you need to do is 
click on the spot you want them to move to. A red X 
with a circle behind it indicates a spot they can’t move 
to. Some terrain may be impassable (usually marked by a 
tree, pit, bush, the odd Flow oF lava, etc.). Don’t move 
just yet. 


On the extreme leFt is your hero’s tent. Place the cursor 
over the tent - when the cursor changes to a yellow 
helmet, click. A window will pop up with yog’s lovely vis- 
age, his statistics, and a group oF Four buttons. These are 




the Hero’s Combat Options. Starting on the Left is the 
Cast Spell button (the crystal ball), yog doesn’t have 
any spells, for now, the Cast Spell button is darkened 
and can’t be selected. Che next button to the right 
is the F\etreat button (the running knight). 
F\etreating loses all oF your hero’s troops, but he’ll 
make his way back to any oF your castles with bis 
experience and artifacts intact and can be recruited 
again. The next button is the Surrender option (the 
white Flag). This is similar to the F\etreat option, 
except you must pay a penalty to the opposing hero. 
However, all your troops stay with your hero. Che 
more troops, the bigger the payment. To surrender, 
there must be an opposing player’s hero to surrender 
to, and these rogues don’t have one. Click on the last 
button (Four arrows) to exit the Hero’s Combat Options. 



your wolves are still waiting patiently For orders. Click 
on the SKIP button in the lower right. ALL oF the rogues 
will come charging Forward, but won’t be able to reach 
you. Time to soFten them up a bit. When the goblins 
come up, just click on SKIP again, your big purple troll 
should be glowing now. That big rock be is bolding can be 
thrown. Place the cursor over the nearest rogue. The 
cursor becomes an arrow, indicating you can Fire at the 
troop without moving. Go ahead and click. The rock is 
thrown (FVclick on the troll to see how many shots be 
has leFt) and the rogue troop is greatly diminished or 
wiped out. Do the same with the ores, your ogre troop is 
the slowest, and can’t get close enough to attack. Have 
him lumber Forward a bit. 




AH the units have moved and a new round starts. Some 
oF the rogues may have moved beFore your wolves. 
That’s okay. There will probably be one within range oF 
your wolves’ movement in any case. Place the cursor 
near the closest rogue pack. It should change to a sword. 
The direction the sword is pointing From indicates where 
the wolves will be when they attack. There are deFinite 








tactical considerations, but For the purposes oF this 
demo, it doesn’t matter which direction. Choose one and 
click, your wolves will leap to the attack. /\ny rogues 
that survive will then strike back. That is normally the 
end oF that particular combat , but wolves have a special 
ability that allows them to attack a second time. ‘Uhey’ll 
do this automatically iF any rogues From the attacked 
troop are still standing aFter the First attack. 

With the basics oF combat under your belt, this tutorial 
now abandons you to your Fate (don’t whimper, you 
should be able to dust those rogues with yog’s army), 
peel Free to continue on with the scenario, reFerring to 
the manual as questions arise. In two more turns, new 
recruits will be available at your castle. It might be wise 
to recruit a second hero, build up his army (while staying 
put to guard the castle), while yog explores the coun- 
tryside. Happy adventuring) 






I?l dan Menu 



Dew Game: Click on this option Cor press the D key) to 
start a new game. See the next section For more details 
on beginning a new game. 



Load Game: Click on this option (or press the L key) to 
open one oF your previously saved games. LJou will then 
have a choice oF Standard, Campaign, or /VVultLPlayer 
saved games. Click on the appropriate button, from the 
file Selector, click on the name oF the saved game you 
want to load. ‘Chen click on OKALL you can also click on 
the saved game a second time or press 
enreiVAeUlAn to load the selected saved game. 



View High Scores: Click on this option (or press the H 
key) to display the highest scores that have been 
achieved so Far playing Heroes oF /Wight & A/\agic. Click 
on the lower leFt button to switch between standard 
scenarios and campaign high scores. Click on CX1C to 
return to the /V\ain /V\enu. 



View Credits; Click on this option (or press the C key) to 
display a list oF the people who brought you Heroes oF 
/Wight & /V\agic. Click anywhere to return to the /V\ain 
A/\enu. 



Quit: Click on QU1C (or press the Q key) to Cxit the 
game and return to your operating system. 








flOCC: IP you start a new game or Load a previously 
saved game, be sure to save your current game First. 


Neui CJ&Tne And LoAd CjAme 

After clicking on DCW GAMC or LOAD GAMC, you 
will be presented with three types oF games to play. 

SrAndARd CJ&me 

Choose From any oF the scenarios. A single game is 
played. 'Co win, you must take all oF the opposing war- 
lord’s castles and towns, and deFeat all their heroes. 

Choose Game DiFFiculty: Click on the level oF diPPi- 
culty you wish to play. Che level will aFFect the diFFi- 
culty oF the game overall. Che settings are Casy, 
Dormal, Hard and Cxpert. DeFault is set at normal. 

nOCC: you receive more initial resources For playing 
an easy level game, and receive less initial resources 
For playing a hard level game. 

Customize Opponents: you may select the number oF 
opponents in a game under Customize Opponents, 
you can also select the intelligence level oF your 
opponentCs). Smarter computer opponents think 
longer about their moves and play better, you may 
choose up to three opponents, but must choose at 
least one. Che settings are Dumb, Average, Smart, 
Ingenious and Done. Che deFault setting is three 
Average opponents. Co change the deFault settings, 
click on each oF the opponent buttons in turn. 

Choose Color: A kingdom Flag color must be select- 
ed by choosing one oF the Four colors presented, 
your choices are blue, Green, F\ed and yellow. Click 
on the colored jewel to cycle through the color 
options. 



Sr&RCing ResouRces 


C&sy: 

10,000 

30 

10 


Norit>&(: 

7,500 

20 

5 

lj&Rd: 

5,000 

10 

GjzpcRZ: 0 


King oF the Hill Click in the box to turn this option on 
or oFF. When this option is checked, all oF the comput- 
er opponents will ally against you. 



Choose Scenario; Various scenarios are avail- 
able to choose From. Cach adventure will pro- 
vide challenges and the player will encounter 
diverse enemies and creatures. Click anywhere 
on the colored bar to change the currently 
selected scenario. 'Che file Selector window is 
now displayed. Click on the scenario you want to 
play. Displayed at the bottom oF the window will 
be the map size (Small, /V\edium or Large), diFFi- 
culty (Casy, normal or 'Cough), and a brieF 
description oF the scenario. 

Difficulty Footing: This number rates the diFFicul- 
ty oF the game based on the player’s level oF diF- 
Ficulty, the opponent’s level oF difficulty and the 
scenario. “Che Difficulty Plating will be utilized in 
calculating the player’s score. 


Having made your selections, you can now head out For 
adventure, Fame and glory. In your travels, your hero will 
engage in Fierce battles, encounter hideous monsters and 
Find breathtaking treasures. As the game begins, the 
player starts with one hero and can have up to eight 
heroes at any one time. 

Cach hero will have diFFerent attributes and skills. 
Heroes will start with a small number oF creatures in 
their army and the Following statistics: 



Knight 

i Attack , 2 DeFense , i Spell Power, 1 Knowledge. 
A knight improves the morale oF his creatures. 






Barbarian 

2 Attack, i Defense, i Spell Power, i Knowledge. 

A barbarian suffers no movement penalties for moving 
over rough terrain. 


Sorceress 

o Attack, o Defense, 2 Spell Power, 3 Knowledge. 

A sorceress can move at double speed on water and 
starts with a spell book. 


Warlock 

0 Attack, 0 Defense, 3 Spell Power, 2 Knowledge. 

A warlock has a larger visibility radius in the Adventure 
Window and starts with a spell book. 





During your explorations your hero will encounter many 
towns and creatures. Encounters, while often filled with 
danger, are necessary if your hero is to accumulate expe- 
rience points and gain levels. As heroes go up in levels, 
so do their attributes (Attack, Defense, Spell Power, 
Knowledge). As you encounter different types of crea- 
tures, you will become more familiar with their different 
powers and capabilities. 


C&mpAign Q&me 

'Che campaign game is a series of eight scenarios that 
differ in size, complexity, objectives, and difficulty. 'Che 
starting information for your computer opponents is all 
preset ~ your only choice is the character you wish to 
play. Lord Ironfist starts with a Knight’s castle, Lord 
Slayer starts with a Barbarian’s castle, Queen Lamanda 
starts with a Sorceress’ castle, and Lord Ala mar starts 
with a Warlock’s castle, you’ll play that character 
throughout the campaign. Click on one of these to start 
the campaign. 



Che campaign scenario introduction window will give you 






the background and victory conditions For that particular 
scenario. 'Che victory conditions change From scenario to 
scenario, so be sure to read the text) Don’t panic iF you 
Forget the victory conditions ~ you can display them at 
any time by clicking on the Game Options button and 
then the IDf O button (or press the 1 key). 

Cach scenario must be won to proceed to the next, and 
begins on the Following day. for example, iF you complet- 
ed the First scenario on day 6, the second scenario will 
begin on day 7. you will receive a rating upon completing 
the Final scenario. This rating is based on the total time 
taken to complete these scenarios. 



IfluCn-piAgeR Qaame 

IF you want to play with human opponents, click on this. 
AFter making your selection, you will be given some more 
options to choose From. 



Hot Seat: Cach player takes turns at one computer and 
issues orders, you can have any mix oF human and com- 
puter players, up to Four total. 



Detwork: you can play on a PC over a net bios compati- 
ble network or on a Macintosh via a LocalTalk compati- 
ble network with another human opponent. One player 
must click on Host, and the other must click on GUCST. 
The Host player sets up the game. 



Mpdern : The Host player sets up the game options and 
calls the other player, who must be the Guest, you will 
need to select the appropriate port that your modem is 
connected to. you will then be asked to enter the tele- 
phone number oF the Guest player. Type in the numbers 
as you would dial it normally - you don’t need to include 
dashes or parentheses. Click on OKAy when ready. The 
Guest player must have already selected the Guest 
option and the correct port For his modem beFore the 




Host clicks on OKAl^ Once connected, the Host will 
select the scenario options. 


Direct Connect: This is the same as the A/\odem option 
above except there is no need to type in a telephone 
number. 



Cancel 

Oops. 1 Click on this to get back to the main menu. 

During a /V\ulti v Player game, with the exception oF Hot 
Seat, you may press the key to bring up a chat window, 
allowing you to communicate with your human opponent. 







AdvencuRing 



AdvenruRe (Uindoui 

The Adventure Window is where all oF the game action 
takes place. Here you can view the surrounding country- 
side, items, artifacts, towns, and enemy armies. As your 
hero travels, he will gain experience points as he Faces 
numerous Foes, performs tasks and overcomes other per- 
ils. 

When your hero accumulates enough experience, he will 
gain new levels. The Adventure Window consists of Five 
separate sections: Adventure Map, World MdP, Locators, 
Adventure/ Action buttons, and Information box. 

(UoRld ITI&p 

The topmost section to the right contains a window 
showing the map For the scenario, you map the unchart- 
ed world as your hero travels through it. The map is an 
overview of the region your hero is currently exploring. 
Only areas you have explored are visible on the map, the 
rest is blacked out until you explore that area. The pink 
rectangle within this map shows the current section of 
the entire map. Clicking within this rectangle and drag- 
ging the mouse with the button held down will cause the 
map window to scroll to a new area, Following the move- 
ment of the mouse. 

Clicking the cursor outside the pink rectangle, but within 
the map area, will cause the map window to display the 
section of the map indicated, you can also automatically 
scroll the screen by moving the cursor to any side of the 
Adventure Map- 





lleRoes And TJouin / Cdszlc 

four hero Locator buttons and Four town/castle Locator 
buttons with scroLL bars are Located here. The Left col- 
umn oF the Locators is reserved For the heroes you 
recruit. The right column oF the Locators is For the towns 
and castles you own. 

L)eRo Locators 

Portraits oF your heroes are Located in the leFt column. 
Alongside each hero portrait is a yellow bar, indicating 
bow much movement the hero has remaining this turn. 
The + symboL(s) represent a bonus to the hero’s standard 
movement. Clicking on the hero’s portrait will make that 
hero the "active” hero, and the pink rectangle will jump to 
bis location. 


The active hero is highlighted by a red border around its 
portrait box. by FVclicking on the hero’s box or icon in the 
Adventure Map, you can receive quick inFormation on that 
hero, by clicking on the active hero or pressing the 
CTlTCFy F\CTUPfl key, you will receive more in-depth 
statistical inFormation on that hero (See Hero Window), 
you can also scroll through the hero Locators by press- 
ing the H key. 


TJoiun / Cdszlc Locators 


The right column oF the Locators is For the towns and 
castles you own. The activated town/castle is highlight- 
ed by a red border. Clicking on a town/castle locator 
button will jump to that town/castle, by FVclicking a 
town/castle you receive quick inFormation on that 
town/castle, by clicking on the highlighted box or press- 
ing the enTCI\/IVeTUI\n key, you enter that 
Town/Castle Window (See Town/Castle Window), you 
can only scroll through the town/castle Locators by 
pressing the T key. 





E++ 





AdvenruRe/Acrion burrons 

next Hero: Clicking this option or pressing the ‘CAP key 
will activate the next hero in your lineup (with movement 
points left) centering on his location. 



Mpve: A hero who is displaying a movement path can 
automatically continue on the path by pressing this but- 
ton or by pressing l\\ on your keyboard. 



Kingdom Overview: Click on this or press K on your key- 
board to display the Kingdom Overview Window. This 
window lists everything you own and summarizes your 
Heroes, Castles, Towns, /V\ines, Treasury, and gold per 
day. Click on CX1T or press the CSC key to return to 
the Adventure Window. 




Cnd Turn: Click on this option or press C on your key- 
board to end your turn. Play will proceed to the next 
player. 



Adventure Options: brings up a menu oF actions to per- 
Form in the Adventure Window. 







you can use hot-keys to go directly to any oF the Follow- 
ing: V - View World, P - View Puzzle, C - Cast Spell, D - 
Dig/Search. 

View World; Displays a detailed view oF the 
world map, the area your hero is currently 
exploring. Only explored areas are visible. Che 
view shows a miniature position oF towns, cas- 
tles, mines, etc. Che blinking dot indicates your 
active hero’s position. 

View Puzzle: Displays the puzzle map that 
leads your hero to the Ultimate Artifact. As pieces oF 
the puzzle are replaced by the actual map sections, 
the location oF the Ultimate AttiFact will eventually 
be marked by an X near the center oF the puzzle. Co 
uncover pieces oF the puzzle you must seek out the 
various obelisks across the region that will expose 
pieces oF the map and the location oF the Ultimate 
AttiFact. Click on CX1C in the World /V\ap Window 
or press the CSC key to return to the Adventure 
Window. 

Cast Spell: brings up the spell book, displaying only 
adventure spells For the current hero. LeaF through 
the pages by clicking the upper-leFt or upper-right 
corners oF the spell book. Select a spell by clicking on 
its picture. Click on the CX1C bookmark or press the 
CSC key to close the spell book. 




Dig/Search: Chis command is used when you wish to 
search the current hero’s location For the Ultimate 





Artifact. If you are not sure of the exact Location of 
the artifact because the X has not yet been revealed, 
use this command to search and dig. A hero may only 
dig at the beginning of bis turn, with full mobility. 
Digging for the Ultimate Artifact uses a full turn’s 
movement. 



Game Options; Click on this or press the G key to bring 
up the Game Options Window. 

Dew Game: Goes to the Dew Game menu. 


Load Game; Allows you to load a previously saved 
game. 



Save Game; brings up a pile Selector, allowing 
you to save your current game, you can either 
click on a previously saved game and click OKAy 
to save over it, or click on the colored bar, type in 
a new name and click OKAy to save this game 
under a different name. 

Quit: Cnds your game and returns you to your 
operating system. AH actions since your last save 
are lost if you do not save. 

Music; Allows you to change the music volume 
level (off, 1 " g, on). 

effects: Allows you to change the effects volume 
level (off, 1 " g, on). 

Speed: Allows you to set your hero’s speed at 
Walk, Trot, Canter, Gallop or Jump. 


Autosave; Toggles the Autosave feature on and off. If 
the Autosave is on, the game will be automatically 
saved to a file called ALITOSAVC when you end your 
turn. 






Show Path: ‘Toggles the Show Path Feature on and 
oFF. With Show Path oFF, your hero’s path will not be 
shown. Instead, clicking on the Adventure A/\ap will 
immediately move the active hero to the chosen loca- 
tion. IF the location can’t be reached in one turn, the 
hero will move as Far as possible leaving a path shown 
in red For the Following turn’s movement. 

View Cherny /V\pvement: ‘Toggles viewing your oppo- 
nent’s movement on and oFF. IF on, all enemy move- 
ment within your visible area will be shown. IF oFF, no 
computer controlled movement will be shown. ‘This 
option is automatically set to oFF during network and 
modem play. 

InPo: Shows the scenario starting inFormation, includ- 
ing the win conditions For campaign games, you can 
press the 1 key to access this without having to select 
Game Options. Click on OKAy when done. 

Sc&cus CJJindoai 

Click in this window, located at the bottom right oF the 
screen, to toggle between hero’s army, resource 
summary, and date inFormation. 




ConrRoCCing l~)eRoes 

When a hero comes into contact with an object he initi- 
ates an event. Events may be fights, rewards, informa- 
tion, or nuisances. /V\ines and towns are events that can 
be taken over by either side. Doing this places a flag of 
the hero’s color over the spot and begins to draw upon 
the mine or village for resources and money. Most mines 
provide one unit of the resource they generate every 
turn (except for gold, wood and ore). 



Ill ovemenr 

Clicking on any area of the map causes a path to appear 
for the active hero. Green arrows show the path the 
hero will take. A green X shows a destination that can 
be reached this turn. F\ed arrows and X’s show destina- 
tions that would be reached in subsequent turns. A ted X 
will appear at the final destination but doesn’t necessari- 
ly mean that the hero will have exhausted his movement 
points when he reaches the end of the path. 

If the Show Path feature is turned off, you can still see 
the path a hero will take by bolding down the Control 
key and clicking on a location. If you like the path shown, 
release the Control key and click again, or click on the 
Move button. 

Once a path has been marked, click on the destination 
again to cause the hero to begin moving along the path, 
you can also click on the Move button or press the M 
key. If the destination is not reached that turn, then on 
subsequent turns the hero’s path will be shown. Co clear 
an active hero’s path, simply click on the hero. 

Che hero will automatically take the most direct route, 
bypassing all encounters and obstacles during move- 
ment. If you want to capture a mine, pick up some 




resources, or otherwise trigger an ©vent, you need to 
place the cursor over the location (see the Rearing 
Horse icon below). 

As the hero moves about, the cursor can be replaced by 
one oF seven symbols in the Adventure /V\ap. 

Horse: This icon appears when the cursor is over 
normal terrain. Clicking while the cursor is the horse 
icon causes the active hero to move to the location 
the cursor is over. IF a number appears next to the 
horse icon, that is the number oF turns it will take to 
reach that location. 

f\earing Horse: This icon appears when the cursor 
is over locations that activate events or can be 
entered: mines, towns, castles, etc. Clicking with the 
rearing horse cursor allows the active hero to move 
to and enter the location the cursor is over. 

Sword: This icon appears when the cursor is over an 
enemy camp or enemy hero. Clicking with the sword 
cursor causes the active hero to move and engage in 
battle the army or hero the cursor is over. 

Arrows; This icon appears when the cursor is over a 
Friendly hero. Clicking with the arrows cursor causes 
the active hero to move to and trade with the hero 
the cursor is over. 

Castle: IF the cursor is placed over a castle you own, 
the current cursor icon will change to a castle icon. 
When you click on a castle with this cursor, you will 
select that castle as the active castle (or open the 
Castle Window iF the castle is already active). 

Helm: IF the cursor is placed over a hero you control 
when a castle is currently active, the current cursor 
icon will change to a helm icon. When you click on a 


hero you control with this cursor, you will select that 
hero as the active hero Cor open the Hero Window if 
the hero is already active). 

Pointer; ‘Uhis icon appears anywhere on the map the 
active hero cannot currently travel to: across water, 
over a mountain, etc. Clicking while the pointer is dis 
played will not do anything. 

Wandering creatures may attack or ask to join your 
hero. Chey also have a one space zone-of-control. you 
cannot pass within one space of an army camp without 
the camp attacking you. your movements may be 
blocked by the presence of an army camp. 

Heroes move at the speed of the slowest unit in the 
army. Certain terrain, such as desert and snow, will slow 
your hero’s movement, your hero will not be able to 
move as far on these types of terrain. 

Ship Movemen t 

Vo board a ship, place the cursor over it and click (the 
cursor becomes a ship if it is a legal move), boarding a 
ship uses up all of a hero’s remaining movement. Amoving 
about the sea is just like moving on land. When you want 
to land, place the cursor over a section of coastline free 
of blocking terrain and click (the cursor becomes an 
anchor if it is a legal place to land). Landing will use up 
any remaining movement a hero has available. 

While you are adventuring, there will be certain objects 
in the Adventure A/\ap that will disappear as the hero 
takes them. 

Resources: Various resources are strewn across the 
land. Gold, ore, wood, crystal, sulfur, gems, and mer- 
cury. 




Chests: Give you varying amounts oF gold which you 
can keep or turn into experience For your hero. Click 
on yCS to get the gold, DO to get experience For the 
active hero. 



Artifacts: Hero will pick up artifact (sometimes you 
have to buy or Fight For the artifact). 

Chere are also structures that only give their beneFit 
once, but stay on the map aFter their use. 
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l~)eRo (Uindoui 

The Hero Window can be examined by either clicking on 
the active hero in the Hero Locator, by clicking on the 
hero in the Adventure /V\ap (as you place the cursor over 
the hero, the icon will change into a horned helmet), or 
by clicking on the hero portrait From within the 
Town/Castle window. 



Hero Portrait: The hero’s portrait is shown here. 



Crest: The crest represents the hero’s symbol. Clicking 
on it will take you to the Kingdom Overview Window. 
Click on CX1T or press the CSC key to return to the 
Hero Window. 









Hero Statistics: by clicking on any oP the Four skills 
shown, you can receive information on what each skill 
does. Chese skills can be increased by gaining a level or 
by special encounters and events. "Che last is reserved 
For the hero’s current /V\orale (gold eagle), Luck (rainbow 
and/or cloud) and (experience (star). Click on any oF 
these three symbols For details on each. 


Attack Skill: AH heroes and creatures have an attack 
skill. Che hero’s attack skill enhances the creature’s 
attack skill. “Therefore, if a hero has an attack skill of i 
and a creature has an attack skill of 2, when the crea- 
ture is an attacker in combat its modified attack skill 
is 3. 



Defense Skill: AH heroes and creatures have a 
defense skill. Che hero’s defense skill enhances the 
creature’s defense skill. Cherefore, if a hero has a 
defense skill of 1 and a creature has a defense skill of 
2, when the creature is a defender in combat its modi- 
fied defense skill is 3. 

Spell Power: Represents the strength or duration of a 
spell. If a hero has a spell power of 3 and casts 
fireball, the spell power (3) is multiplied by the spell’s 
initial power (10). Cherefore, our fireball will consist of 
30 points of power (3 x 10 - 30). If a hero has a spell 
power of 3 and casts a duration spell, such as blind, 
the spell will last a total of 3 turns. 

Knowledge; Che knowledge skill is the number of 
each spell your hero is able to memorize. 

A/\prale Detail Shows modifiers to army’s morale. 

Luck Detail Shows modifiers to army’s luck. 

Experience Detail Shows level of hero, experience 
earned and experience needed to go to the next level. 













Cverytime you win a battle, your hero receives a num- 
ber of experience points based on the creatures 
defeated. When a hero acquires enough experience he 
gains a new level. 

Army: “Che second row shows the Five 
slots For the army traveling with the 
hero. A hero starts each game with an 
initial band oF creatures as a part of his 
army. A hero can only have Five different 
types of creatures, but can have an 
unlimited number of each. The order in 
which you place the troop will be the 
same order they appear in battle. 

you can change their positions by clicking on a troop 
and then clicking on a different troop to switch their 
locations, or click into an empty slot (necessary if you 
have reached the maximum number of creature types). 
X o view the troop’s statistics, click on the troop to 
highlight it, then click on it again, you receive infor- 
mation on the number of creatures in that troop, 
Attack, Defense, Damage, Hit Points, Speed, A/\otale, 
and Luck. If the creatures have ranged attack, you 
also receive information on their Shots. If there is a 
number in parentheses next to a creature’s attack or 
defense skill, that is the current skill including the 
hero’s modifiers. Xo dismiss a troop, select D1S/V\1SS 
(this command dismisses an entire troop from your 
service). 

Creature Window 

/V\prale: A good morale result during combat may 
enable the unit to attack again, while a bad morale 
may freeze that unit in a state of panic. 

Attack Skill: Che higher the attack skill, the more 
damage the opponent will suffer. As mentioned above, 







the hero’s attack skill enhances the creature’s attack 
skill. 


DePense Skill: The higher the 
defense skill level, the less dam- 
age the opponent can inflict to 
that troop. As mentioned above, 
the hero’s defense skill enhances 
the creature’s defense skill. 

Shots: Reflects the number of 
shots a unit has in battle. 
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Damage: Prefers to the damage that each creature in 
a troop can inflict upon an enemy. Therefore, our 
Archer troop can inflict somewhere between 24 and 
36 points of damage. 


Hit Points: The amount of damage each creature in 
that unit can take before it is obliterated. 


Speed; F\efers to the order and distance a creature 
can move. Our Archer troop’s current speed is Slow, 
therefore, in combat that troop would be one of the 
last troops to act. Likewise, if the Archer troop’s 
speed was fast, that troop would be one of the first 
troops to act. Additionally, troops with a fast speed 
would be able to travel a greater distance than 
troops with a Slow speed. 


Dismiss: Click on this button to dismiss the selected 
troop of creatures. LlOTC: This command dismisses 
the entire troop from your service. 


Dow we will continue looking at the Hero Window. 

Artifacts: There are fourteen slots available for the arti- 
facts you find in your travels. ALL artifacts carried by the 






current hero will be graphically represented in this win- 
dow. 'Che artifacts typically affect one of your hero’s 
skills. One special artifact is the Spell book, which con- 
tains Combat and Adventure spells. “Che Spell book is 
the only artifact that may be purchased at the /V\age’s 
Guild in a castle. “Co receive more in-depth information 
on what an artifact does, click on that artifact. 

DOTC: Artifacts, spells and creatures can be clicked on 
for more detailed information. 



Dismiss: you can also dismiss a hero by clicking the DIS- 
MISS button, you can only have a maximum of eight 
heroes, therefore, you might want to get rid of a weak or 
out-of-position hero and replace it with a stronger or 
more conveniently located hero. 

Heroes who are dismissed or defeated go back to the 
hero pool and can be recruited again, even with their 
artifacts (unless defeated by a hero) and experience. 
Heroes never die. be aware that if a hero is defeated in 
combat (without surrendering or retreating) he goes back 
into a general pool that any warlord can recruit from) 


l~)eRo T^RAding (JJmdoui 



When you meet another friendly hero, 
you are able to swap troops and arti- 
facts. you can also distribute troops 
between heroes. 

Heroes’ names, portraits and skills have 
been provided for convenience. 

Troops: Respective hero troops and num- 
bers are located in the slots beneath the 
hero’s portrait, you can change the order 
in which your troops are positioned by 
clicking on a troop picture and clicking on 




another troop picture or an empty slot. Click on a high- 
lighted troop picture to go into the Creature Window Cor 
FVclick and hold the button down). 

Co swap units, click on a unit to highlight it and then click 
on the other hero’s unit or an empty slot. Co distribute a 
certain number of units between heroes, highlight a hero’s 
unit and press and hold down the Shift key and click into 
an empty slot oF the other hero. A window will come up 
asking you how many troops you want to transfer. Click 
on the up arrow to add more to the target hero, and on 
the down arrow iF you decide you added too many. Click 
on OKAy when ready, or CADCCL iF you don’t want to 
redistribute troops after all. be sure not to click into a 
box that already contains a unit (unless it is the same 
unit type) or you will replace the original unit entirely. 

nOCC: A hero must have at least one unit in his army. 

Artifacts: ALL but one artifact can be swapped between 
heroes. Spell books are not permitted to be traded. Co 
trade, highlight an artifact and click on a slot you want 
to move it to or on another artifact. FVclick on any arti- 
fact to receive quick information. 





T>ouid8 and C&sctes 
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In your travels, you will run into many towns and castles. 
Towns provide many valuable services and creature 
dwellings. HalF oF this window is devoted to the town 
itselF and the other balF is divided between the hero’s 
army and the town’s garrison, you receive 250 gold per 
town and 1000 gold per castle every turn. The hero’s 
crest and portrait will appear in the lower leFt oF the 
window when he is in town. Cacb town you own will 
allow you to build improvements. IF in an undeveloped 
town, a tent will appear in the upper balF oF the window. 
Click on the tent to bring up a window, oFFering a chance 
to purchase a castle (your starting town already has a 
castle). Upgrading towns to castles has a cost oF 5000 
gold, 20 wood, and 20 ore. 

Once you have built a castle you can expand your town 
by building other dwellings and structures, you may only 
build one building per turn (one turn equals one day). 
Creature dwellings make available more creatures For 





recruiting every 7 days. Click on the castle to 
bring up the Castle Options Window. ALL build- 
ings that can be built will appear in this window. 
F\ecruiting heroes also takes place here. 

There are twelve options to choose Prom in 
each town: six oF these options will be available 
at every town - /V\age Guild, Thieves’ Guild, 
Tavern, Well, F\ecruit Hero and Shipyard (only in 
coastal castles). The next six options depend 
upon the town. 



There are Four types oF towns: farm (Knight), Plains 
(barbarian), forest (Sorceress), and Mountains (Warlock). 
Any option with a red X at the lower right corner is cur- 
rently unavailable For selection and means that a pre- 
requisite structure(s) is required to be built First. A ted 
slash with coins underneath it means that you are lacking 
necessary resource(s). Any option with a yellow in the 
lower right corner indicates a dwelling that has already 
been built. Once a structure is built (including upgrading a 
town to a castle), all structures are marked with a red X 
For the remainder oF that turn. 


F\emember, you may only build one structure per turn.. 

Crest: Clicking on the crest (on the Far leFt in the upper 
row oF boxes) will take you to the Kingdom Overview 
Window, summarizing everything you own. 

Hero Portrait: Clicking on the hero portrait in the lower 
leFt oF the screen will take you to the Hero Window, list- 
ing the hero’s statistics, troops and artiFacts (See 
Heroes). 

Garrison Army: The top row, adjacent to the crest, are 
Five slots reserved For the town garrison army (troops 
depending the castle). The town garrison, like the hero’s 
army, can have a maximum oF Five diFFerent types oF 









creatures, and can have an unlimited number oF each oF 
the creatures. Clicking on any creature in the garrison or 
hero’s army brings up the statistics oF that creature. 

Che second row, adjacent to the hero’s portrait, are the 
Five slots reserved For the army traveling with the hero. 





DOTC: When a hero is in town you can swap troops From 
the garrison army with troops traveling with the hero. 
Click on a garrison troop and then on a hero troop. 
Dotice that the two creatures change places. To split 
the number oF the same type oF troops between the gar- 
rison army and the army traveling with the hero, click on 
the troops you want to split iF it is not already highlight- 
ed. Press ShiPt and click on the destination box. A small 
window will come up asking how many troops you want 
to move From your garrison to the Hero’s army, or vice 
versa. Click on the up arrow to increase the troops being 
transFerred and on the down arrow to decrease the num- 
ber. Click on OKAy when ready. 

l\esource Summary: In the lower right is the Resource 
Summary. It shows the amount oF resources and gold 
the hero has to operate with. The hero pays For his army 
and other miscellaneous items with these resources and 




Common OuieCCings 

Mass Guild; The mage guild allows your hero to get 
spells, you can build the mage guild up to Four levels 
high and each level brings better spells. Once the mage 
guild is built, the spells themselves are Free to any oF 
your heroes with a spell book. 

IF your hero does not already have a spell book, be may 
buy one by clicking on the mage guild aFter you have built 
it. be aware that a spell book will cost 500 gold. 






'Co view the spells available, click on the mage guild. To 
view the Combat and Adventure spells your hero has, 
click on the hero portrait, and then click on the spell book 
in the Hero Window. A spell book starts out empty. To 
replenish your spells, click on the mage guild. It does not 
automatically replenish if you simple enter the castle. 

Thieves’ Guild: The thieves’ guild enables you to get 
more information about other kingdoms. The thieves’ 
guild also shows your ranking against your opponents 
(Dumber of Towns; Dumber of 
Castles; Dumber of Heroes; Gold 
in Treasury; Wood, Crystal and 
Ore; Gems, Sulfur and A/\ercury; 

Dumber of obelisks found and 
Total Atmy Strength). The 
more thieves’ guilds you have in 
various castles, the more infor- 
mation you receive, both on the 
rankings and if you FVclick on 
enemy towns/castles. 




Tavern: The tavern increases the morale of the garrison 
army. 


Shipyard: If a town is located near water, you can build a 
dock and then a ship. However, only one ship can be 
docked at a time. Therefore, after building a ship it must 
be moved before another can be built. Once built, a ship 
can be captured by anyone, so be careful. 1 

Well A well increases the population growth rate of a 
creature dwelling by 2 per week. It also shows a summa- 
ry of creatures’ growth rate in this particular town per 
week if clicked on. 

f\ecruit Hero: To recruit a hero, click on this option. It will 
cost 2500 gold. Two heroes will be randomly chosen 
from the hero pool for selection, you are only given two 








hero selections per town, per turn. Click on the hero por- 
trait to view the hero statistics and his army. To hire 
one oF the two heroes, click on the (\CCF\U1T button 
underneath the respective hero portrait. 

IF a hero is stationed at a castle, the F\ecruit Hero option 
will not be available For selection. However, IF you move 
the current hero away From the castle, the I\ecruit Hero 
option will become available. 


CRedruRe Dwellings 



you are oFFered six creature dwellings 
per town. Creature dwellings are nec- 
essary to build in order to recruit 
creatures into the garrison army or 
the army the hero is traveling with. 
The six dwellings vary From town to 
town. To build a creature dwelling 
click on the Castle First, then the 
desired dwelling, iF available, you will 
then go into the build Improvement 
Window where the cost and any pre- 
requisites that are needed For the 
dwelling will be provided. Click on 
CX1T or press CSC to leave the 
Castle Options Window. 

The dwelling recently built will appear 
as part oF the town, for convenience, 
you may F\-click on a dwelling to see 
how many creatures are available 
within that dwelling. To recruit, click 
on the dwelling. Clicking on any 
dwelling causes a F\ecruit Window 
with the creature it provides to come 
up. The type oF creature, Cost Per 
Troop and Dumber Available is dis- 
played in this window, you can speciFy 





the number you want to purchase or click on the /V\ AX 
button to automatically choose the maximum number oF 
creatures you can aFFord. To receive the troop’s statis- 
tics, click on its picture (See Creature Window). 

IF a creature dwelling is unavailable For selection and you 
want to see what other dwellings need to be built First, 
FVclick on the dwelling to receive that inFormation. 

nOTC: Cvery 7 days new creatures are available. At the 
First oF the week, creature dwellings will be replenished. 
During some weeks or months a particular creature may 
get a bonus. 






Com6&r 

There are two different types of combat - field combat 
and castle siege. When your hero encounters an enemy 
hero or town without a castle, you enter field combat. 
To engage in a castle siege, you must move onto the 
castle entry of an enemy castle. If you capture a 
town/castle and win the battle, you may garrison the 
castle with some of your surviving troops or recruit more 
creatures. 



When your troops and the enemy troops actually engage 
in battle, the Adventure Window changes to the Combat 
Window. The Combat Window consists of a background 
that reflects the terrain type where the battle is occur- 
ring. The attacker always begins on the left side of the 
window and the defender will always begin on the right. 
In combat, the order each troop will take action alter- 
nates and is based on their speed, for example, in the pic- 
ture above the Dragon troop would act first (attacker’s 
side and medium speed! The next troop to act would be 
the Pikemen (defender’s side and medium speed). This 
order will continue to alternate from the attacker’s side 
to the defender’s side, from fastest speed to slowest 
speed. Units are placed from top to bottom in the order 




they appear in either the Hero Window or the town/cas- 
tle garrison. 

Heroes are represented by a tent on the appropriate side 
oF the window, behind the units. Clicking on the tent (even 
the opponent’s) will bring up the Hero’s Combat Window. 
“Cbis window displays the hero’s statistics and up to Four 
options that can be used in a battle. 

A hero may only use one action per combat round and 
may only act iF it is his troop’s turn. 



Spells: Click on this command during one oF your units’ 
turns to cast a spell. “Che combat spells you acquire From 
the mage guild can be used here. Click on the crystal ball 
icon to bring up the spell book. Che spell book will show 
you the combat spells available and how many oF each 
are in your possession. Co leap through the pages, click 
the upper-leFt or upper-right corners. Click on CX1C iF 
you do not wish to cast a spell. IF you should decide aFter 
selecting a spell that you don’t want to cast it, FVclick. 



f\etreat: Clicking on this will cause your hero and army 
to retreat. In some cases, retreat may be your best 
course oF action. Although your hero disappears From the 
map, he re-appears in the hero pool, ready to be recruited 
again iF you want, because be retreats, the hero loses bis 
army, but keeps bis artifacts and experience. Co recruit 
the same hero, go into one oF your castles and recruit. 



Surrender: Che white Flag oF surrender can only be used 
iF you are surrendering to another hero, and any side can 
oFFer to surrender at any time. IF a human player surren- 
ders, a window will appear asking iF be would like to oFFer 
money For bis release. IF the enemy hero declines, you will 
resume battle. However, iF the hero accepts, the oppo- 
nent takes the oFFered money, your hero must pay a sum 
equivalent to the power oF your army. 




DOCD: When you accept, you will 
see your hero disappear. IF you go 
back to one oF your castles and click 
on the F\ecruit Hero option, you will 
see your hero back in the hero recruit 
window, your hero, bis experience 
points, bis army and his artifacts are 
available to be recruited, iF you 
choose. 

In encounters with other independent creatures, the sur- 
render option is not available. 




Cancel; Clicking on this icon exits the Hero’s Combat 
Window. 

In combat, the highlighted creature is the First in your 
army to act in the current round. Cacb creature may 
either move and attack or skip its turn, you can skip a 
creature by clicking on the SKIP button or pressing the 

Spacebar. 


Che total damage a troop will inPlict is increased or 
decreased approximately 10% by a per point diPFerence 
between the attack and dePense skills. Che damage done 
is subtracted From the dePender’s bit points, resulting in 
the number oP units killed. Damage carries over and is 
tracked Prom turn to turn (exception- trolls regenerate 
damage between turns). 


Units with good luck have the potential to do double 
damage on an attack, bad luck can cause balP damage. 
Units with good morale have the potential to receive an 
extra attack during a turn, bad morale can cause a unit 
to lose its turn. 


When a deFender has been attacked and survives, it will 
automatically retaliate against its attacker. Units can 






only retaliate once per turn (exception: units don’t get to 
retaliate against sprites, rogues and hydras. GriFFins can 
retaliate an unlimited number oF times per turn). 


Cdsvlc Com&&r 



The deFender has two special weapons - castle walls 
and castle ballista. The castle walls prevent ground 
troops From entering or leaving the castle. The castle 
ballista, located in the big tower on the Far right, Fires 
arrows at enemy units 
once a round beFore 
the First depending 
unit’s move. The dam- 
age oF the ballista 
shots are based on the 
number oF structures 
built within the castle 
walls and the level oF 
the mage guild. 

“Che attacker has one 
special weapon - the 
catapult. “Che catapult 
Fires once per turn 
beFore the First 
attacking unit moves. 

It will damage one 
area oF the castle wall 
at random. It may take two hits in a particular section oF 
the castle wall to destroy that section - only then is the 
wall breached and ground troops are able to enter the 
castle. The deFender’s ballista cannot be killed by the 
catapult. Castles give a bonus in dePense against shots 
as long as the castle wall is intact. 


In combat, heroes do not become involved in the actual 
battle. Instead, their troops do the Fighting. Troops must 
either move, attack or pass each turn. To move a unit in 
combat, move the running man or Flying man cursor (see 






(Use) 




below) to a location in the Combat Window. To attack, 
position your cursor (until it becomes either a sword or 
an arrow) over your target, then click. Dote that the 
sword direction will change, defining the location From 
which the attack will occur. Click on the SKIP button in 
the lower right corner or press the Spacebar to pass the 
current troop’s action. IF you preFer not to control your 
troops manually, you may click on the AUTO button in 
the lower leFt. AUTO will allow the computer to Fight 
For you. Seven combat cursors are listed below. 

Fanning Man: This symbol allows the unit to move to the 
location oF the cursor. 

flying Man: Same as Fanning A/\an, but this symbol rep- 
resents Flying creatures. 

Sword: This symbol allows a unit to move to and attack 
the enemy unit the cursor is set on. 

Arrow: This symbol allows the unit to Fire a ranged 
attack at the enemy unit the pointer is over. This is only 
For units with a range attack capability. 

I\ed "X”: This symbol means the unit cannot move to the 
selected area or cannot attack the selected unit. 

"?”: This symbol appears over Friendly units and will show 
the statistics oF a Friendly unit. 

Helmet; This symbol appears over both Friendly and 
enemy tents and will bring up the General’s Window. 

nOTC; Troops with ranged Fire, such as Archers and 
Druids, cannot utilize their ranged Fire capabilities iP an 
enemy troop is in an adjacent location. IF so, they must 
attack an enemy troop in an adjacent location, but only 
doing halF their normal damage (using a secondary 
attack mode, such as stabbing). 




Combat ends with victory only when all members oF the 
opposition have been eliminated, surrendered or Fled. 

IF you are deFeated in combat, you are leFt without a 
hero or army and your artiFacts go to the victor. 
However, this does not mean you are eliminated From the 
game iF you have another hero, town or castle. 


DeFeated heroes go back to the hero pool with experi- 
ence intact and can be recruited again, even by your 
opponents. Heroes never die. 









LerreRs prom LorcI lironpsr 

23rc 1 Day oF rhe CDonrh oF che Raven, 

Common yeaR 632 

To my gRear and muniFicenr loRd, King RagnaR, FRom his 
loyal cousin LoRd HonFisr - CjReerings. 

Ir has 6een rhiRcy days since 1 CROssed rhRough rhe mys- 
reRious gare aihich opened in rhe VaRnal Hills and rhus 
Found myselF in rhis srRange and unchaRred land. 1 aiish 
my deaR loRd and cousin, rhRough rhis missive, ro dispel 
rhe ugly RumoRS adour me, aihich 1 FeaR you mighr delieve. 

1 mas deeply shocked, deaR cousin, dy rhe arrempr oF rhe 
aiixaRd CjurhdeRr ro slay you. 1 heaRd rhar upon rhe Rack 
oF pain, shoRrly aFreR you had his aRms roRn FRom rheiR 
sockers, rhar he CRied our my name as rhe one aiho had 
paid him. DeaR cousin, ir has injuRed me gRievously ro heaR 
rhar you delieved him. you knocu my loyalry ro you is 
undying. Cven rhough uou rook rhe hand oF FaiR Ccuine ro 
de youR queen, chough T loved heR deaRly, srill ir is among 
ro rhink 1 mould aiish haRm upon you. Thar aiRerch 
(qurhdeRr musr have FoRged my signaruRe ro rhe lerreR 
you Found in his chamdeRS. As For rhe sarchel oF gold 
deaRing my maRk, 1 knoai nor hoai ir came ro de in 
CjurhdeRCs possession. 1 delieve some daRk enemy musr 
have planrea ir ro casr dlame upon me For such a das- 
raRdly CRime. 

Please rRusr me on rhis. 

1 aias soRely gRieved ro heaR rhar youR daRons had ser our 
ro aRResr me. 1 am deeply huRr ro heaR ir deing said rhar 1 
Fled like a coaiaRd up inro rhe VaRnal Hills ro escape youR 
jusrice. 1 aias meRely going on a hunring e;cpedicion, deaR 
cousin - an innocenr rRip ro escape rhe hear oF summeR 
accompanied dy a Feai rRusred seRvanrs. The Facr rhar 1 
rook my Family jeaiels aiirh me aias simply ro keep rhem 
saFe, For rheRe is alaiays rhe pRodlem or rhieveRy on rhe 
paRr oF seRvanrs aihile rhe masreR is aaiay. 

Hoai 1 came inro rhis srRange land is srill someaihar oF a 
mysreRy ro me. (jJhile aianaeRing in rhe Hills, 1, and my 
Feai ReraineRS, srumdled inro a naRRoai pass on rhe doR- 
deRS oF youR Realm. As aie aialked inro rhe pass, a srRange 
gloaiing lighr engulFed us For a momenr. CLle ruRned ro go 









back Frotd cuhence cue came, 6ur an invisible baRRieR cuas 
nocu in place. Tcy as cue mighr, cue could nor penecRare ir. 

So cue conrinued on, passing our oF rhe Hills docun inro a 
srRange unchaRred land. All seemed diFFeRenr in rFiis necu 
place. TFie sun is nor like rFie Red oF our lands, bur RarFieR 
Fias a srRange yellocu F>ue. Ir seems rhar objecrs do nor Fall 
quire as Fasr cuFien dRopped and rFie aiR Fiolds moRe mois- 
ruRe ro ir. 

(He cuandeRed For many days and Found no CRace oF pillaRS 
maRking boundaRies, no RuleRS, or any Fiinr oF kings and 
lacus. All cuas cuildeRness, unearned, and unroucFied by rFie 
Fiands oF rFiinking beings. 

OF couRse, my deaR cousin, 1 immediarely Realized rFiar 
FieRe cuas an oppoRruniry ro e^crend youR Realm and cuin 
For you gReareR FionoRS and rReasuRe. Thus did 1 eRecr 
boundaRy maRkeRS and Raised up youR banneR ro lay claim 
ro, in youR name, all rhe lands as raR as my eyes could see. 
Please accepr rhis as a sign oF my Fealry and Family loyal- 
ry and ignoRe any dispaRaging RumoRS abour eaRlieR 
evenrs. 

CDy deaR cousin and liege loRd, aFreR cuandeRing For many 
days 1 berhoughr ir appRopRiare ro rRy and ReruRn 
rhRough rhe gare and inroRm you oF my gRear discoveRies 
in youR name. 1 cuished ro bRing cuoRd oF my discoveRies ro 
you peRsonally, beFoRe orheR baRons rRied ro do so FiRsr. 
Dur my loRd, rhe mysreRious gare cuas srill closed and 1 
could nor pass rhRough ir. Ihus did 1 eRecr a pillaR ne;cr 
ro ir, and shall place rheRe rhis lerreR and rhose rhar 1 
cuill cuRire aFreRcuaRds, ro shocu my seRvice ro you in 
e^crending youR Realms. 1 shall keep you inFoRmed oF my 
pRogRess in seRvice ro you and youR undying gloRy. 

Please e^crend as cuell my mosr humble Respecrs ro rhe 
FaiR, genrle and lovely Queen Ccuine. Tell heR rhar our oF 
my loyalry ro you 1 rhink oF heR each moRning and nighr 
and cuish FieR happiness ar youR side. Loyally, lRonFisr 

4rh Dau oF rhe CDonrh oF rhe DRagonFly, 

Common CJeaR 632 

CDy deaR loRd, King RagnaR, 

Ir has been moRe rhan a monrh since my lasr missive cuas 
senr up ro cuheRe rhe mysreRious gare cuas locared. TheRe, 





my mosr rRusred seRvanr rnairs in hope rhar rhe daRRieR 
pRevenring our ReruRn dissipares and he may deliveR my 
pRonouncemenrs oF Fidelity and neujs oF youR gRoming 
estates heRe peRsonally. 1 have moved my headquaRceRS a 
dozen leagues domn our oF rhe hills and inro a FaiR valley 
Filled cuirh game, gRear rRees and smiFt Running srReams. 

lr is a cuRious place and ar FiRsr 1 rhoughr rhe lands ajeRe 
devoid oF all those mho aialh unRighr and can speak. For 
days 1 pondeRed aihar ne;cr ro do. F ujondeRed iF all aRound 
me ujas rhus. And rhen on rhe sevenrh day aFreR aRRiving 
in rhe valley, a mandeRing peasanr came rhRough rhe 
moods and 1 rhoughr, heRe ar lasr is youR FiRsr neaj min- 
ion. 

1 rRied ro pur him ro moRk chopping domn rRees so rhar 
he mighr plant gRain ro make my dRead For me, dut he 
aias RecalcirRanr, as aRe mosr peasanrs. Finally 1 deemed ir 
necessaRy ro locueR myselF rospeak ro him ar lengrh. (JJe 
had heRe a gRear pRodlem. CDy ReraineRS, deing men oF 
aRms, oF coursc could nor de asked ro ujoRk and our one 
peasanr ReFused ro ladoR. Though rempred ro kill him 1 
Realized aje mould sraRve nej^r cuinreR, ir rheRe is a uiinreR 
heRe, iF me did nor Reason mirh him. 




1 ashed him mheRe meRe rhe people and CRearuRes 1 needed 
to scrvc me. He daRpained long and haRd For rhe secRet, 
somerhing 1 Found disrasreFul. Finally 1 apReed ro pay him 
iF he mould rell me rhe secRers oF this place and Reveal a 
may ro dRing in rhose mho mould seRve me. He rhen pave 
me rhis CRyprie ansmeR: 

IF you duild it, rhey mill come. 

1 mas anpRy ar such a srupid saying and pRepaRed ro slay 
him and rhen he explained. 

The Folloming day 1 ser rhe peasanr and my men ro duild- 
inp hurs. lr rooh some Reasoning mirh my men ro convince 
rhem rhar rhis mas nor peasanr ladoR, dur RarheR mas 
rhe simple duilding oF shelreRS in rhe same may rhar rhey 
mould pRepaRe an encampmenr. Gven mirh rhis logical 
explanation, many meRe Reluctant ro moRh denearh theiR 
station. 1 mas FoRced ar last ro dRide rhem mirh some oF 
my jemels ro convince them oF rhe dignity oF mhar rhey 
had ro do. 

Lo and dehold, on rhe moRning aFreR rhe hurs meRe com- 
pleted 1 amoke ro Find a depuration oF peasants outside 
my rent, degging me For rhe Right ro occupy rhe homes 
rhar had deen cReated. 

1 thought long and haRd upon rhis deFoRe lomeRing myselF 
ro speak to them. 1 explained ro rhem rhar dy living upon 
the land 1 had claimed and living in rhe hurs 1 had made 
For rhem, rhar rhey omed me rhe odligarion oF theiR liege 
loRd. They meRe ro cultivate rhe pRound, oFFeR a rirhe ro 
me and rhar rhe men meRe ro seRve in rime oF maR. In 
exchange 1 mould oFFcr rhem rhe pRorecrion oF my smoRd. 
They millingly accepted. CDaRks meRe made upon a piece 
oF paRchmenr and rhe apReemenr mas stRuck. The peas- 
ants moved in rhar same day and degan ro moRk. 

This ser my mind ro thinking and 1 asked the CRaFry peas- 
anr For moRe advice. 

Heeding him, rhe next day 1 ser my men ro duilding hurs 
oF stRam and huts oF sticks. This cost me moRe money in 
payments, dur that mas oFFser in a small amount mhen 1 
demanded oF rhe peasants and Received Rent payments, 
even iF ir mas dur a Fern coppeRS. The hurs oF stRam and 
sticks meRe Finally completed and ro my utteR amazement 




godlins and orcs appeaRed Frofr our oF rhe aioods, aiilling 
ro seRve me in exchange For rF>e places oF daielling. (JJe 
scRuck rhe same agReemenr as 1 F>ad made aiirh rFie peas- 
anrs. 

FRankly my loRd cousin, rFiese seem ro de Foolish cRearuRes 
aiho aRe in need oF a leadeR and heRO ro pRovide rhem aiirh 
places ro live. They seem nor selF-Relianr ar all 6ur e;cpecr 
some FoRm oF liege ro pRovide eveRyrhing For rhem. 1 heaRd 
rhem exclaim rhar such a rhing aias rheiR Righr and rheiR 
RuleR should pRovide ro rhem all rhings. 1 gladly gave ir ro 
rhem and easily convinced rhem rhar 1 am rheiR all-knoai- 
ing leadeR. Nouj rhey aRe mine ro use as 1 see Fir, For rhey 
aRe FeaRFul oF losing aihar 1 have given rhem. 

Thus 1 have sraRced rhe duildingoF a roam, ujhich aie aRe 
consideRing naming aFreR you. CDy only FeaR is rhar ir ujill 
nor decome gRear enough ro de aioRrhy oF rhe name. To 
ensuRe you aiould nor lose Fairh aie have chosen our Family 
name, so rhar should rhe roam Fail all aiill rhink ir aias 
named For youR humdle seRvanr. Ir cosr much ro degin, 
dur even nouj a small dur sready amounr oF money is 
sraRring ro CRiekle dack, For rhese CRearuRes do have 
pieces oF coppeR in rheiR pockers, rhough 1 aiondeR aiho 
our rheRe is minring rhe coins. 

1 ajill keep duilding all soRrs oF srRucruRes and 1 aiill see 
aihar else aiill come. 

Please c/xcnd ro Lady € aiinc my aiaRmesr rhoughrs and 
rell heR 1 have many Fond memoRies oF rimes 1 spenr aiirh 
heR. Shell knoai aihar 1 mean. 

18rh day oF rhe CDonrh oF rhe (JnicoRn, 

Common yeaR 633 

DeaR Cousin RagnaR, 

lr has deen neaRly a yeaR since my lasr missive ro you, dur 
1 have deen pReoccupied aiirh many rhings. 1 should add 
rhar my messengeR RepoRrs rhar rhe gare is srill daRRed 
shur and no one may pass ir. AFreR some monrhs he Felr ir 
necessaRy ro cease his vigil. He rold me as aiell rhar rhe 
lasr raio lerreRS 1 leFr For you arop rhe doundaRy pillaR 1 
eRecred have nor deen raken, dur 1 shall conrinue ro aiRire 
you neveRrheless. 

ThRough my leadeRship and srRengrh much has changed in 



rhis valley aihich 1 noai conrRol and have named rhe Valley 
oF RagnaR in youR honoR. (UheRe once FoResr srood, nouj 
rheRe is a rhRiving roam. 1 conrinued ro 6uild Things, using 
all my aiealrh, 6ur 1 knoai my loRd rhar you ujill de pleased 
aiirh aihar 1 have done ro honoR you, and rhar aihen rhe 
rime comes you aiill pay me dack rhe diFFeRence in aihar 1 
have spenr heRe so raR. A Full accounring oF rhe cosr is 
enclosed. All income has gone ro mainrenance. 

As ro rhe managemenr oF my daRony, 1 Felr ir impoRranr 
ro duild rhe popularion oF rhe Realm FiRsr. TheReFoRe, 1 ser 
our ro consrRucr many diFFeRenr daiellings ro dRing undeR 
my danneR a gRear hosr. (Uirh rhe duilding oF a dRick 
house mighry ogRes came ro live in rhe valley. (jJhen 1 
commanded rhar a dRidge be placed oveR rhe RiveR 
CDoRglin, 1 ReruRned rheRe rhe ne/x dau ro Find a troII 
having rahen up Residence denearh ir. As each oF rhese 
CRearuRes came 1 pResenred rhem aiirh paRchmenrs ro 
sign, Recognizing me as rheiR liege, aihich rhey gladly did. 

(JJolves aRe alaiays aioRrhy allies and rhey can scenr 
rRoudle FRom aFaR, rheReFoRe 1 commanded rhar dens de 
made. The Folloaiing day massive, inrelligenr deasrs came 
our oF rhe aioods and oFFeRed onro me rheiR seRvice. 

Ne/x 1 soughr men oF shill. The peasanrs had spoken oF 
aiizaRds and such many rimes. (Uirh rhe digging oF a aiell, 
ro pRovide cooling spRing aiareR For rhe rempeRing oF 
sreel, a dlacksmirh and rhen a Rank oF pikemen came inro 
my seRvice. A Field aias rhen cleaRed and rhe gRass cur 
shoRr. TiRger durrs aieRe ser up and aRcheRS appeaRed ro 
oFFeR rheiR seRvices. A raveRn neaR rhe dRidge aias duilr 
and Froth aiirhin irs Rooms saioRdsmen dRink rheiR Fill and 
have Fun dloodying each orheR as rhey aRgue adour dice 
and mares. 

TheRe aRe moRe plans aFoor heRe as aiell, my loRd. Gven 
noai 1 am duilding a mosr cuRious srRucruRe, riny houses 
ser up in rhe rRees ro Rally rhe FaiRy spRires ro my side. 
Corrages neaR rhe side oF rhe mounrains aRe deing heain 
oF srone so rhar daiaRves aiill seRve me, aihile in rhe aioods 
1 have deen advised ro ser up raRgers so rhar elven 
aRcheRS may come ro rRy rheiR spoRr. 

Once rhe elves and daiaRves seRve me, 1 am rold rhar rhey 
aiill help ro make such rhings as gRear srone ciRcles For 
rhe pleasuRe oF dRuids, Fenced meadoais For unicoRns and 
FeaRFul Red roaieRS For rhe mighry phoenyc. 





AlReady 1 have CReared a dtuelling place For useRS oF magic 
and one is nocu in my seRvice. He is expensive rhough, my 
loRd, For ro masceR his spells is a cosrly pRocess. CDy 
Funds have Run shoRC and 1 have made che decision co ler 
rhe aRcane aRCs oF magic tuair. For che pRice oF 6ur one 
spell 1 can maRshal a hose oF peasancs. 1 RememdeR as cuell 
rhe Fool (yurhdeRC, youR courc magician. He tuasnr aioRch 
veRy much iF memoRy scrvcs me aiell. 

Speahing oF money 1 should poinr our ro you rhe rens oF 
rnousands in gold char 1 have spenr so FaR in rhis venruRe, 
tuhich mas sraRred solely ro gloRiFy youR name. CDy pock- 
ers aRe nor docromless, cousin, and rhough my seRvancs 
nouj dRing in some small income, srill ir is nor enough. 
TheReFoRe, iF you Read rhis lerreR, 1 mould ash oF you ro 
send moRe money ro me, For aFreR all rhis has decome 
quire an expensive pRoposirion. youR Flag does nor Fly 
oveR rhis Realm, cousin, michour incuRRing some odligarion 
in ReruRn. 

Oh yes, 1 should add char 1 did eRecr a modesr dmelling 
place For myselF, tuhich 1 call CDoRglins Keep. 1 have 
rasreFully appoinred ir as deFicring rhe honoR oF one oF 
youR seRvanrs. 

Once rhe spRing planring has deen Finished 1 plan ro cahe 
paRr oF my nem hosr and go advenruRing, For 1 am cold 
rhar rhis land is vasr and char iF one looks caReFully cheRe 
aRe Riches ro de Found and gloRy ro de tuon. OF couRse, my 
loRd, mhareveR 1 Find shall de For che gloRy oF youR name. 

Do send my desr ro Lady Cmine. 

29rh Day oF rhe CDonrh oF rhe AaRvaRk,, 

Common yeaR 635 

Cousin, 

lr has deen moRe rhan emo yeaRS since 1 senr my lasr mis- 
sive up inro rhe hills ro de placed neaR rhe gare mheRe 1 
FiRsc came rhRough inro rhis moRld. 1 am inFoRmed rhar 
my pRevious lerreRS aRe gone dur rhar no Reply mas maic- 
ing. 1 am nor surc iF you or a seRvanr oF youRS Found rhe 
gare and came rhRough, or iF rhieves violared rhe dound- 
aRy pillaR placed rheRe. 

1 emdaRked on my e^pedirion ro e/:p1oRe nem lands and 
have enduRed emo long and haRd yeaRS oF campaigning. Ar 




FiRsr all aias unevenrFul, rFiougFi dy caReFul looking 1 Found 
occasional deposirs oF RaRe merals, duRial mounds contain- 
ing rReasuRes, and ocFicr sucFi rFiings. 1 also mec scRange 
and tcRRidlc cReacuRes. NeaR an ancient gRaveyaRd 1 did 
datrle aiirFi gFiosts. 1 met aiandeRing deasts cuirFi FeaRsome 
skills and desred rFiem in single comdat to rFie gloRy oF my 
name. 

AFteR aiandeRing For many aieeks 1 came ar last upon 
anorFieR roam. As 1 appRoacFied ir rFie inFiadiranrs daRRed 
rFie gares. They rFien climded upon rFie darrlemenrs and 
made Rude gesruRes. TFiey made srRange noises aiFiile 
sticking our rFieiR rongues and said many coaRse and vul- 
gaR rFiings adour youR lineage. OF coursc 1 arracked rFiem 
ar once. Ar FiRsr 1 aias rFiRoain dack, losing many oF my 
peasanrs and some saioRdsmen. Then 1 laid siege ro rFie 
place, Fiaving my men consrRucr engines oF aiaR. TFie cara- 
pulrs 1 consrRucred Finally casr doom rFie aialls oF rFie 
roam. 1 aias rempred, since my FionoR Fiad deen insulred, ro 
duRn rFie FilrFiy place ro rFie gRound and slay all aiirFiin. 
BeFoRe 1 could give sucFi an ORdeR my advisoR, FoRmeRly rFie 
old peasanr and noai an FionoRed cFiamdeRlain, pointed our 
rFiar 1 could ruRn rFie roam ro my use and aiealrFi. 

lr aias rFieRe rFiar 1 discoveRed mucFi adour rFiis land. Tie 
roam 1 Fiad rFius raken aias a daRdaRian roam and aias 
Filled aiirFi CRearuRes unique ro sucFi a place. TheRe 1 
dRougFir inro my seRvice moRe orcs, aiolves, ogRes and 
croIIs, along aiirFi a poaieRpul cyclops. 1 Found our as aiell 
rFiar rFieRe aRe many orFieR roams scarreRed adour rFie 
lands. Some aRe roams oF Fiumans alone. OrFieRS aRe con- 
rRolled dy a soRceRess and magical CRearuRes Reside rFieRe. 
A Feai roams, aiFiicFi aRe FiaRd ro Find, aRe Ruled dy aiaR- 
locks and Fiave aiirFiin rFieiR aialls poaieRFul and dReadFul 
CRearuRes sucFi as minorauRS, gaRgoyles and even dRagons. 
1 am nor yer pRepaRed ro deal aiirn sucFi and shall avoid 
rFiese doRougFis. 

1 Found our as aiell rFiar rFieRe aRe orFieR kings aiFio lay 
claim ro all rFie lands and aiage aiaR. TFiey Fiave FieRoes oF 
gRear skills in rFieiR seRvice and 1 am aiaRned noai rFiar my 
poaieR is consideRadle, arrenrion aiill de dRaain onro me in 
an attempt ro dlock rFie gRoairFi oF my srRengrFi. lr 
appeaRS 1 nave no cFioice dur ro acr againsr orFieRS deFoRe 
they cause me gRievous FiaRm. 

1 plan noai ro go FoRrFi and seek our rFiese orFieR kingdoms, 



ro hum&le them, and place youR srandaRd upon rheiR dat- 
tlement malls. 

Say hello ro Cmine For me and ash heR iF she srill has rhar 
curious diRthmaRh. 

3Rd Day of rhe CDonrh oF rhe CDongoose, 

Common yeaR 638 

Ragnac, 

It has 6een rhRee yeaRS since my lasr nore and 1 have 
heaRd norhing oF you. 1 tuondeR iF you hnouj oF my e;ds- 
rence in rhis Realm and do nor ujish ro Reply. The dill For 
my inirial cosrs srands and 1 have a copy arrached should 
rhe FiRsr have nor Reached you. 

1 have Fought rhRee long and haRd campaigns since lasr 1 
aiRore. CUaRching our mom rhe FiRsr roam 1 capruRed, 1 
mandeRed acRoss srRange lands oF mountains, deseRrs, 
smamps and deep moods. TheRe meRe many CRearuRes ro 
contend mirh, some oF gRear stRengrh, some milling ro 
Rally ro my danneR, some mishing ro reaR ir doom. OF 
those mho stood in my may, rheiR dones nom lay dleached 
in rhe sun. 

AFreR long meehs oF mandeRing 1 met an opposing aRmy 
rhar had come ro smite me and had a long and diFFiculr 
darrle mirh ir, losing moRe than halF my host. Finally, 1 
dested in single comdat rhe heRO leading rhe enemy aRmy 
and tooh him as my pRisoneR. ShoRtly aFreRmaRds 1 
Received a missive Froiti rhe heRos liege loRd, oFFeRing Ran- 
som, mhich 1 ReFused, For rhe amount oFFeRed mas insult- 
ing. 1 then Received anorheR oFFeR, mhich mas For moRe 
muniFicenr. 1 agReed to accept rhe Ransom payment and 
thus ReFilled my empty coFFeRS. The heRO 1 Released paRted 
pRom me in good spiRits, pRomising me mould meet again, 
ro mhich 1 Replied rhar 1 pRayed ir mould de so For 1 mould 
undoudredly need moRe money. 

1 came onto a romn ne;ct ro an open sea and tooh ir aFreR 
diFFiculr darrle. TheRe 1 capruRed anorheR heRO and rhis 
one pledged seRvice ro me. Nom mirh rhis leadeR ro scrvc 
me 1 made a FareFul decision. 1 split my aRmy, sending halF 
oF ir mirh him. PuRchasing doars, my heRO tooh his aRmy 
and led them gRear distances, e^cploRing many stRange and 
mondRous lands. 1 Received inFoRmation Frotti him and mas 




a&le ro dRaai up maps oF all that 1 thought 1 noai oained, 
and aias ujell pleased. (JnFoRtunately my heRO met ujirh an 
evil magician aiho destRoyed him and my aRmy. 

Then came daRk and diFFiculr days. The gRear pRince oF 
anocheR Realm sene a poaieRFul aRmy against my capital 
city, ujhich you ujill Recall 1 named aFreR you. 

1 RegRer ro RepoRr rhar rhe small gaRRison 1 leFr rheRe aias 
oveRUjhelmed and rhe ciry taken. This CReared gRear diF— 
Ficulries since one oF my main souRces oF income tuas rhus 
denied me. Ir FoRced me ro maRch hack, dRinging mu 
deplered hosr tuirh me ro Rerake rhe roam, mis 1 suc- 
ceeded in, 6ur rhen 1 losr rhe orheR roams in my posses- 
sion as aiell. 

RagnaR, 1 am Fightinga diFFiculr dattle heRe and you have 
nor helped one dir. auenry or rhiRry thousand in gold 
aiould de a gRear help Right noai iF you aiish me ro keep 
this Realm in youR name. 

By rhe aiay, do ask Caiine adour rhe inreResring rime aie 
once had and doth Fondly RememdeR as rhe night oF mad- 
ness. 

11th day oF the CDonth oF the LizaRd, 

Common yeaR 641 

RagnaR, 

1 have suRvived rhe last rhRee yeaRS, no thanks ro you. 1 
thought For a time rhar all aias lost. 1 had dut one roam, 
my capiral, rhar rhe Residents insist on calling lRonFist 
Keep. Tiuice 1 aias desieged and raiice 1 Repelled rhe 
arracks. 

Both rimes 1 capruRed rhe heRO leading rhe attacking 
hosts. The FiRst oF these heRoes aias rhe same one 1 had 
capruRed deFoRe. Thinking rhar 1 could gain gRear aiealrh 1 
held him For Ransom. 1 Received a paltRy oFFcr rhe FiRst 
time and Reasoned rhar 1 had dut to hold our and his mas- 
teR aiould oFFcr a gRear sum. 1 neveR heaRd Froiti rhar skin 
Flint oF a king again. 1 asked rhe heRO ro rhen seRve me 
dur he ReFused. 1 aias dound dy rhe code oF Royal dlood and 
could nor execute him and thus had ro let him go. 1 had 
lost a heRO and had no Ransom money ro shoai For my 
eFFoRt. 



The second rime 1 oias ariseR and upon capruRing rhe heRO 
oF rhe ne;cr arracking hosr 1 immediarely made an oFFeR 
ro him and he gladly accepred rhe Righr ro seRve me. He 
has decome a poujeRFul ally. (JJhile srill pRorecring rhe 
souRce oF my poaieR 1 senr him our and he RecapruRed rhe 
roam 1 once held ro rhe sourh. 1 duilr my aiealrh up, 
invesring in yer moRe srRucruRes ro dRing vaRious CRea- 
ruRes and dRave ujaRRioRS inro my seRvice. 1 had Found 
rhar moving FoRcuaRd aggRessively ar rhe sraRr oF rhings 
mighr aiin gRear gloRy and honoR, dur also leFr one vulneR- 
adle ro arrack Frott) rhe ReaR. 

The ne;cr rime 1 ujas arracked 1 Repulsed ir easily, dRiving 
my enemies deFoRe me and heaRing rhe lamenrarions oF 
rheiR loved ones. 

Ar gRear expense 1 duilr jousring aRenas ro arrRacr gRear 
and poujeRFul knighrs inro my seRvice and rhen ar even 
gReareR expense 1 eRecred a holy carhedRal so rhar 
mighry paladins aiould Rally ro my danneR. 

1 did nor neglecr rhe Realms oF magic eirheR, For ir oias 
due ro a aieakness in such spells and poaieRS rhar 1 had 
neaRly deen desred rhe FiRsr rime 1 venruRed our inro rhe 
dRoad and dangeRous aioRld. Though rhey aRe expensive ro 
develop, rhey aRe aioRrh rhe invesrmenr. 

The poaieRS oF rhose aiho aiield magic aRe many. They 
have masreRed aRrs heRe rhar youR useless couRr magi- 
cians can daRely imagine. TheRe aRe vaRious spells oF pRO- 
recrion and arrack. TheRe aRe spells rhar can duRn an 
opponenr inro cindeRS or ruRn rhem inro ice. CDy magic 
useRS have spells rhar can enchanr and spells rhar can 
dlock rhe srRikes oF saioRds and speaRS, aihile rheRe aRe 
yer orheR spells rhan can aid gRearly in rhe diFFiculr aRr 
oF siege CRaFr. 

Ar gRear expense 1 commissioned my magic useRS ro mas- 
reR such sudrle aRcane aRrs as rhe adiliry ro ruRn undead, 
ro pRovide pRorecrion againsr rhe magic oF orheRS, ro 
cuRe, ro dless my tuaRRioRS so rhar rheiR srRengrh 
incReased, and ro dlind my opponenrs so rhar rhey could 
nor see aiheRe ro arrack. 

1 rhink 1 should add heRe rhar rhe parheric uiixaRd, 
CjurhdeRr, mho caused me so much rRoudle in youR Realm 
aiirh his loose rongue and could nor srRike a mouse dead, 
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aiould have deen duRnr ro a CRisp dy rhe Rivals he aiould 
Face heRe. 

1 also developed my conracrs aiirh rhe rhieves guilds and 
rhus leaRned many secRers pRom rhem ro help me in rhe 
campaigns 1 nouj planned. 

AFreR rhus consoli daring my poaieRS 1 ser our on an e;cpe- 
dirion rhar dRoughr anorheR heRO inro my seRvice. 1 noai 
had rhRee aRmies. One, undeR rhe command oF a crusc- 
tuoRrhy heRO, 1 leFr ro pRorecr my homeland. The orheR 1 
senr sourh ro saieep dack doom ro rhe sea, aihile 1 
maRched easrtuaRd acRoss dRoad open plains. 

CDy heRO in rhe sourh Reached rhe coasr aiheRe 1 had 
PiRsr maRched yeaRS dcFoec, and raking a roam rheRe, he 
gRearly srRengrhened ir. A lighrhouse aias consrRucred ro 
aid in rhe sailing oP ships. 1 commanded him ro move upon 
rhe Ploaiing aiareRS aiirh caurion For rheRe aieRe many 
dangeRous CRearuRes, dRigands, and Rival heRoes upon rhe 
sea. 

He guided his ships up rhe coasr, raking rhe roam oP a 
soRceRess and rhus did my poaieR aia;c gRearly. Islands 
aieRe ne;cr raken and rheiR aiealrh added inro my coFFeRS, 
denying ar rhe same rime such aiealrh ro Rivals. 

And rhen disasreR srRuck yer again. A shoaieR op gRear 
srones, rRailing FiRe, plummered pRom rhe heavens, smiring 
doom rhe hosr oF my heRO. Ir seemed as aiell rhar as 1 
gReai moRe poaieRpul an alliance aias FoRmed deraieen rhe 
Rival kings ro ruRn rheiR comdined srRengrh againsr me. 
As a Resulr all rhar 1 aion in rhe sourh aias losr. 

1 kneai rhar iF 1 srayed on rhe deFensive rhe enemy aiould 
maRch ro my gares. d heReFoRe, 1 ser our ro meer rhe neai 
rhRear. Bur rhis rime 1 did nor make rhe Foolish move oF 
srRipping my capiral and rhe roams close ro ir oF rheiR 
deFenses. ClJy Reasoning aias pRopeR, For rhRough some 
gRear and poaieRpul magic an enemy aRmy appeaRed, 
mareRializing our oF rhin aiR, neaR my capirat. They aieRe 
Repulsed dur ar gRear loss oF rhe cirys aiaRRioRS, aiizaRds, 
and aiealrh. 

1 noai Realize as aiell rhar 1 had neglecred ro duild up 
srRengrh aiirh rhe gRear and daRk CRearuRes such as 
(yaRgoyles, CDinorauRS, HydRas and rhe dReaded king oF 




all, the DRagons. Thus 1 ser our ro dRing rhe roams oF 
uiaRlocks unaeR my conrRol. 

1 Found rhar though a Paladin aias indeed a mighty aiaR- 
rior he aias, as rhey say, duRnt toast aihen conFRonring 
an aRmy ujirh dRagons. I shall aioRk haRd in rhese aReas 
and rhen all shall t Rem die deFoRe me. 


1 am curious ro knoai, is Cannes dReath as disgusring as 1 
noaj RememdeR ir ro de? 


2l8r dau oF rhe monrh oF rhe Rar, 
QeaR One oF rhe Neai Age 

RagnaR rhe (JsuRpeR, 


It has deen Five yeaRS since my lasr missive. 1 can 
hoaj rhings musr FaRe you rheRe, sirring Far and 
like a coRRupr spideR upon youR cheap aied oF a 
aihich you aiRongFully assumed and aihich you have 
Fully held. 


imagine 

dlorred 

rhRone, 

aiRong- 


OOy srRengrh heRe has indeed Risen like a phoenpc FRom 
irs eaRlieR Ruin. CDany and gRear darrles have 1 Foughr. 
Ciradels have 1 casr doom, ciries have 1 raken and Raised 
CDy danneR ovcr. HeRoes aplenry noai Flock ro my cause. 
1 ujondcR aihat you have done oF lare, sirring saFely dehind 
youR casrle ujalls. (Uhile daRds shall sing oF my name, youR 
memoRy aiill de norhing moRe rhan sayings and dRaaiings 
adour you and youR so-called queen caRved on larRine 
mails. 


AFreR long yeaRS oF consolidating my srRengrh in all aReas, 
Raising levees oF peasants and pikemen, mounting tuaRRioRS 
on hoRse, legions oF ogRes, godlins and tRolls, maRshaling 
rhe stRengrhs oF magic uscrs and placing in rhe van rhe 
gRear CRearuRes such as hydRas and dRagons, 1 ser FoRth ro 
seueep all deFoRe me. 

ThRee oF rhe high kings oF this Realm united against me. 
They laid cunning tRaps For me and placed gRear 
stRengrhs in rheiR ciries. CDany uieRe rhe heRoes rhey 
aRRayed against me so rhar ar one time 1 Faced si;c diFFeR- 
enr aRmies closing in upon me FRom all points oF the com- 
pass. 

lr ujas rhen that rhe gRear investment 1 made in magic 
aias RecuaRded. Tuice 1 aias adle ro relepoRt enriRe aRmies 



cleaR cicross my empiRe, placing chem 6ehind rhe advanc- 
ing Foes ro crusFi rhem. 1 ujas a61e to contRol an ORacle 
and rhRough heR and dy may oF rFie tFiieves guilds 1 
leaRned rFie secRets and intentions oF my enemies. TFiis 
mas no small tFiing, For ir enadled me ro place my aRmies 
ro paRRy rFieiR tFiRusts, and tFiRom my aRmies inro lands 
mFieRe they meRe meak. 

TFie cosr oF sucFi campaigns mas gRear. 1 spenr in a monrFi 
aiFiar dur a shoRt rime ago 1 mould have delieved ro 6e 
undReamed oF mealth. Bur iF one mishes all, they musr Risk 
all. 

1 casr domn tmo oF my gRear Rivals and Finally rFieRe mas 
6ur rFie gRear LoRd AlamaR ro Face my pocueRS. RagnaR, 
you aRe dur a gRoveling deggaR compaRea ro sucFi as Fie. 
Long me srRuggled. He launcFied one attack rFiar smepr 
all rFie may inro rFie FieaRrland oF my Realm, FoRcing me ro 
relepoRr dack ro deal mirFi rFie rFiRear. 

Finally 1 mas deFoRe Fiis gRear and mondRous capiral ciry. 
CDy siege engines smasFied domn Fiis FiigFi romeRS. 
DRagons srRuggled in rFie aiR oveRFiead. HydRas mResrled 
upon rFie gRound. (yRear legions oF smoRdsmen, aRcFieRS, 
dmaRves, orcs, and peasanr levees gave darrle so rFiar rFie 
gRound mas coveRed mirFi rFie slain. (JJirFi my magic 
meldcRS adour me 1 gained rFie mall and rFieRe did 1 FigFir 
mirFi spells, FiRe and smoRd againsr rFie gRear LoRd 
AlamaR, and Fiis mixaRds rFiar Fias alReady decome a myrFi 
rold dy peasants aRound camp FiRes. He mas cunning, 
migFity mas Fiis smoRd aRm, gRear Fiis magic, and dRillianr 
Fiis srRaregies. Bur rFiey availed Fiim For naugFir, For in rFie 
end 1 casr Fiim domn and my only disappointment mas 
rFiar Fie mas adle ro Flee inro distant Realms. 

So nom, RagnaR rFie pig, 1 omn all rFiis land oF HeRoes. All 
CReatuRes mirFiin ir acknomledge me as rFie RigFirFul king. 1 
shall Rule ir mirFi justice and misdom. 1 shall guaRd its doR- 
deRS mell For 1 Fiave FieaRd yer moRe ruttiors oF maRS in dis- 
tant lands, and evil kings rFiar plot rFieiR ReruRn to oveR- 
rFiRom me. 

Let me add FieRe rFiar 1 viem ir as FoRtunare nom rFiar rFie 
Fool (yutFideRt Failed so miseRadlu in Fiis attempt on youR 
liFe. IF rFie plot Fiad succeeded I mould Fiave dur deen a 
perry loRd, in a perry Realm, mFiicFi is all rFiar you nom 
Fiave. youR FarFieR muRdeRed Fiis dRorFieR, my FarFieR, ro 




rake che thRone and you then rook ir pRom him. 1 mas 
PoRced ro Plee, mith dut a handFul oF RecaineRS inro 
unknocun lands, and heRe in rhe Realm op Hcrocs 1 have 
caRved our an empiRe ro ujhich a Fern palrRy counries pale 
in compaRison. To rhose mho Risk all, all may come as rhe 
ReaiaRd. This shall be rhe lasr oF rhe lerreRS 1 mill posr ar 
rhe gate. Ip you heaR pRom me again ir mill be because rhe 
gare has opened and 1 shall come rhRough ir, smoRd in 
hand, seeking jusrice. 

FaRemell RagnaR. 


PS. IF Gmine is srill mirh you rell heR 
1 have maRRied and am quire conrenr. 
CDy companion has all rhe attRidut- 
es rhar she did nor, rRusrmoRrhiness, 
intelligence, deaury and kindness. 
Beyond rhar, she darhes moRe rhan 
once a yeaR and is nor suRROunded dy 
a cloud oF Plies, something 1 Find ro be 
most RepReshing aPreR having knomn 
Gmine. 
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ITlmes And ResouRces 



Qold Rime 

1000 gold peR day 



ORe Rime 



CRysral Rime 

1 CRysral peR day 
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Atchemisr 
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Common OuieCCings 


2000J§>te> 


1000 .am 
iooo jUfe 
iooo^&fei 


JizZfi 


Displays Ranking oF playeRS. ODoRe inFoRmarion is 
availa61e For each) guild 6uilr in vaRious casrles. 


IncReases rhe moRale oF rFie casrles gaRRison aRmy. 
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Can only 6e 6uilr iF rFie casrle is locared neaR 
LuareR. Once 6uilr, a sFiip may 6e puRcFiased For 
10 uiood and 1000 gold. 


20 ^ 2000 ^ 




SFioujs rFie summaRy oF a CRearuRes gRoiurFi Rare 
and availadiliry. IncReases rFie popularion gRoiurFi 
Rare oF CRearuRe dwellings 6y 2. 
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ARcheR: 150 


ieinen: 


inediuTD 


Arrack: 1 

Defense: 1 

Damage: 1 

HP: 1 

Speed: sloiu 

CjROiurh: 12 


Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

CjROiurh: 


5 

3 

2-3 

10 

sloiu 

8 

12 shors avai ladle 


Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

CjRoiurh: 






medium 


10 ^ + 10 & + 2000 jgfe 


iROiurb: 


4000 ^ 


20 ^£+ 5000 < j§jfe t 


CArhedRAt 


Cosr: 

20 ^ + 20 
+ 5000 j&fe 


fARm TToum 


fARm CAsrte 


4-6 


SmoRdsmAn 250 


Arrack: 

DeFense: 

Damage: 

HP: 

Speed: 

CjRoiurh: 


CavaCrlj: 300 

Arrack: 

10 

DeFense: 

9 

Damage: 

5-10 

HP: 

30 

Speed: 

Fasr 


PA(Adin: 600 

Arrack: 

DeFense: 

Damage: 

Speed: 

QrolucF ): 

Arracks riuice peR Round 

i l W ^WWP 


12 


10-20 


Fasr 



1 1 
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Arrack: 

DeFense: 

Damage: 

HP: 

Speed: 

GROiurb: 


medium 




Arrack: 

DeFense: 

Damage: 

HP: 

Speed: 

CjRoajrh: 


8 shors available 


Arrack: 6 fpv 

DeFense: 2 

Damage: 3-5 

HP: 20 

Speed: Fasr ^ 

CjRoairh: 5 

Arracks ranee peR Round 


B&R&&Ri&n 


1 1 - 1 1 ■ ■ 1 - 






5000 




Arrack: 

DeFense: 

Damage: 


Speed: 

GROcurb: 


(pROiurh: 


sbors available; RegeneRare bir poinrs 


Cgctops: 750 

Arrack: 

DeFense: 

Damage: 

Speed: 

(yRoiurh: 


medium 


Cosr: 


20 


+ 20 


2000 


+ 10 




Arrack 


DeFense 


Damage: 5-7 


DRidge 


Speed: 




medium 


3000 


20 


20 


6000 




20% paRalyzarion; arrack spans 2 spaces 



: h^ii I 1 l \.. I .1 I i \y— L 
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24 shots avajja&le; 2 shots peR Round 






U 




_ 


Arrack: 4 

Defense: 2 

Damage: 1-2 

HP: 2 

Speed: medium/ fly 

(yRoiurh: 8 

Cnemy cant Reraliare 

: - ■ ■ ■ • ■ ■ • ~~r 


500 


Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

CjROieirh: 


6 

5 

2-4 

20 

sloiu 

6 

25% magic Resistance 




1000 <wte> 


Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

CjROUJth: 


2-3 




medium 


1500 





5000 


PoRest TJoum 


Arrack: 7 

Defense: 5 

Damage: 5-8 

HP: 25 

Speed: fasr 

CjRoiurh: 3 

8 shoes avai ladle 


(JrncoRn: 500 


Arrack: 

Defense: 

Damage: 

Speed: 

CjROturh: 

20% ro 61ind 


medium 


3000 


Phoenyc: 1500 + 1 A 

Arrack: 12 

T Defense: 10 

Damage: 20-40 

100 

fasr /fly 


Speed: 

CjROiurh: 
Arrack spans 2 spaces 


10000 


Sronehenge 


HE ^ ) 


1 1. 9 J f 1 fM 1 j 
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Arrack 4 
DeFense: 7 

Damage: 2-3 

HP: 15 

Speed: Fasr/ Fly 

CjRoiurh: 6 




Arrack 

DeFense: 

Damage: 

HP: 

Speed: 

CjRomrh: 


medium 


8 shoes avai ladle 


Q^goyCe: 200 


1000 


10 


Arrack 

DeFense: 

Damage: 

HP: 

Speed: 

CjRomrh: 


6 ’ 

6 

3-5 A 

25 j 

medium/Fly 

4 

Unlimired Reraliarion 

I 


2000 

PPP^PPH^^BWPW 


k 


I — 







1 1 • 









medium 


10 fe + 3000 ilfct 


| ■ - — 


10 4^ + 4000 jSfitfe 


ion: 3000 Mk, + I 


30 ££ + 20 4 ^ + 15000 j$gg, 


Acrack spans 2 spaces; immune ro spells 




SlU^JTJp 


Cosr: 

20 4 ge + 20 

+ 5000 M 


i 




W ounr&in Coam 


ItI ounr&m C&srte 


Irlinor&uR: 400 


Arrack: 

Defense: 

Damage: 

Speed: 

GRoujrh: 


5-10 


l~)ydR&: 800 J&ffc, 

Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

(pROiurh: 

Arracks all adjacenr spaces; enemy canr Reraliare 


Arrack: 

Defense: 

Damage: 

HP: 


12 

12 

25-50 

200 

medium/fly 

1 








Miscellaneous Ouiellings/ Crc& 


Nomad: 200 


Arrack: 

DeFense: 

Damage: 


L,eme: 

Arrack: 

DeFense: 

Damage: 

HP: 

Speed: 


20-30 

50 

Fasr/ Fly 


enemi 


GROUP 


• 


mag nor 6e RecRuired 


Arrack: 

DeFense: 

Damage: 


4-6 

20 

medium/Fly 


For each_cReatuRe killed, a ghost is CReare( 


Used ro dereRmine rhe adility ro inFlicr damage in comdar. 

Used ro dereRmine rhe adiliry ro susrain damage in comdar. 

Used ro calculate horn much damage mill de inFlicred in comdar. 

The amount oF damage each cReatuRe can rake deFoRe dying. 

Used ro dereRmine rhe ORdeR, distance and manneR a CRearuRe can move. 
The Rare ar mhich a CReatuRe multiplies peR meek. 


Arrack: 

Defense: 

Damage: 

HP: 

Speed: 

CjRomrh: 


Arrack: 6 

DeFense: 1 

Damage: 1-2 

HP: 4 

Speed: Fasr 

_€nemu can t Retaliate 












. —i :♦> j . 





P Rorecrs a rRoop 
Frotti all spells 


Blind rROops can only 
Reraliare; damage ro a 


dlind rRoop cancels spell 


Does 50 jz spell pocueR 
damage ro all rRoops 


CuRes all FRiendly 
rRoops oF all negarive 
spells 


BeRzeRked rRoops mill 
arrack rFie neaResr rRoop 
For one Round 


CuRsed rRoops inFlicr 
minimum damage 


Blessed rRoops inFlicr 
maximum damage 


CDoves acrive FieRO ro any space 
visidle in rFie advenruRe cuindocu 


y i 1 -ft i i 1 ■£* ! =• I - 1 1 i ' *> ' i £ 





Spells connnued 


Wanm 


Does 25 jc spell pocueR 
damage ro one rRoop 


Removes all acrive 
spells 


Does 10 jc spell poujeR damage 
ro all aajacenr squaRes 


Uoes zd jc spell poujeR 
damage ro all aajacenr 
squaRes 


Hasred rRoop s speed 
decomes Fasr 


PaRalyzed rRoops cannor 
Reraliare; damage ro paRalyzed 
rRoops cancels spell 


Displays an enemy heROS 
srarisrics and e^acr 
rRoop size 


cred rRoops 
+3 defense 







" t ■■ t i-r r*r 



Heals 50 jc spell poaieR 
ro a single CRearuRe in a 
single rRoop 


CDove one rRoop ro any 
unoccupied space 





Slowed TROops can move 
only one space and acr lasr 


i 



lelepoRrs acrive heRO 
ro neaResr FRiendly 
casrle or roain 






h! 


c>> 



Does 25 jc spell poaieR 
damage ro all rRoops 


3 






DesrRoys one rRoop 
oF undead CRearuRes 








Summons neaResr 
unoccupied 6oac 

I - 1 r\ i. ■ 








Sp ells continued 


' I jw 


'CA 1-1 !■ HJWCjl 


r iew Mine: 


Displays rhe locarion 
oF all aRriFacrs 


Displays rhe locarion 
of all heRoes, FRiend 
or Foe 


Displays rhe locarion 
and rype oF all mines 


Displays rhe locarion 
and rype oF all ResouRces 


Displays rhe locarion 
oF all roains/ casrles 


Com6dr Speds 
AdvenruRe SpeCCs 

Levet 1 

LeveC2 

LeveC 3 


Levet 4 





Key&o&Rd Commands 

AdvencuRe (Uindoiu Keys 


Tab 


Ne^c UeRo: acrivares rhe ne;cr heRO in youR lineup euirh movement poinrs leFr, 
cenreRing on his locarion. 



Wove: auromarically conrinues movement For a heRO euho is displaying a movement 
parh. 



Kingdom OveRvieui: displays rhe Kingdom OveRvieeu CJJindoeu, summaRi%ing youR 
heRoes, casrles, roeuns, mines, rReasuRy, and gold peR day. 


Cnd TuRn: ends youR ruRn and pRoceeds ro rhe ne;cr playeR. 


AdvenruRe Oprions: dRings up a menu oF acrions you may peRFoRm in rhe AdvenruRe 
CJJindoeu. (See deloeu) 


Cjame Oprions: dRings up a menu oF oprions For gaming pReFeRences. (See deloeu) 


AdvencuRe Opnon 




Vieui (JJoRld: displays a derailed vieeu oF rhe euoRld, Only e;cploRed aReas aRe visidle. 
Shoeus rhe posirion oF roeuns, casrles, mines, ere. The dlinhing dor is youR acrive heRO. 



Vieai Pu%%le: displays rhe puzzle map rhar leads youR heRO ro rhe Ulrimare ARriFacr. 



Case Spell: dRings up rhe spell dooh, displaying only AdvenruRe spells For rhe cuRRenr 
heRO ro casr. 



Dig/SeaRch: rhe acrive heRO euill dig/ seaRch his cuRRenr locarion For rhe Ulrimare 
ARriFacr. Digging RequiRes Full modiliry oF a heRO and rahes a Full ruRns movemenr. 





Q&me Opcion 




Neui Game: inquiRes if you mould like ro quir youR cuRRenr game and degin a nem 
game. IF you choose ycS, rhe Nem (qame menu mill appeaR. Click on NO ro cancel. 


Load Game: inquiRes if you mould like ro quir youR cuRRenr game and load a saved 
game. IF you choose yCS, you may load a saved game. Click on NO ro cancel. 


s 


Save (qame: dRings up a File SelecroR, alloming you ro save youR cuRRenr game, you 
can eirheR save oveR a pReviously saved game or as a nem saved game. 


Q 


Quir: inquiRes iF you mould like ro quir youR cuRRenr game. IF you choose yCS you 
mill de ReruRned ro youR opeRaring sysrem. Click on NO ro cancel. 


I 


Info: shoms rhe scenaRio sraRring inFoRmarion, including rhe min condirions For 
campaign games. 


F)eRO &nd TJoiun 



H 


DeRO LocaroR: makes acrive rhe FiRsr heRo in rhe heRo locaroRs. FuRrheR H key- 
srRokes mill scroII rhRough rhe heRo locaroRs. 


T 


Toum/ Casrle LocaroR: makes acrive rhe FiRsr romn or casrle in rhe romn/ casrle 
locaroRs. FuRrheR T keysrRokes mill scroII rhRough rhe romn/ casrle locaroRs. 


Enter/Return 


CnreR/ReruRn: dRings up rhe HeRo or lomn/ Casrle (JJindom For rhe heRo 
or romn/ casrle rhar is cuRRenrly acrive. 


CJeneRAt Keys 



Cscape: mill Funcrion as CANCCL, CX1T or NO mhen any oF rhese oprions appeaR 


P . . CnreR/ReruRn: mill Funcrion as OK Ay, ACCCPT or yCS mhen any oF 

cnier/newm r p ese oprions appeaR. 



90 'Dcv.y UimtCed Warmnry 


THE }D 0 COMPANY LIMITED 90-DAY WARRANTY 


The 3DO Company (“31)0”) warrants to the original consumer purchaser of this 3DO software product that the compact disc on which the 
underlying computer program is recorded is free from defects in materials and workmanship under normal, recommended use for ninety (90) 
days from the date of purchase. The 3DO software program recorded on such a medium is sold on an “as is” basis, without any warranty or 
condition of any kind, and 3DO shall not he liable for any losses or damage of any kind or nature resulting from the use or inability to use 
such program. 

3DO’s entire lia hility and the original consumer purchaser’s exclusive remedy for breach of any warranty (express or implied) shall he, at 
3DO’s option, either: (a) to replace, free of charge, this 3DO software product, or (h) to return to the original consumer purchaser the price 
paid for this 3DO software product. The preceding warranty shall not he applicable an d 3DO shall not h e obligated to replace this 3DO 
software product or to return any such sum to the original consumer unless this 3DO software product is returned within the 
90-day warranty period, postage pre-paid with proof of purchase to The 3DO Company, 600 Galveston Drive, Redwood City, CA 94063, 
Attn.: Customer Support Dept., an d tlie preceding warranty shall he void if any defect in this 3DO software product arises through 
accident, negligence, use in any application for which this 3DO software product was not designed or intended, modification wi thout the prior 
consent of 3DO, any cause external to tke product (e.g., It eat), or by any other cause unrelated to defective materials or workmanship. 


EXCEPT FOR THE LIMITED WARRANTY SET FOR ABOVE, ALL OTHER REPRESENTATIONS, WARRANTIES, CON- 
DITIONS, TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED, INCLUDING, BUT NOT 
LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR ANY PARTICULAR PURPOSE 
AND/OR NON-INFRINGEMENT REGARDING THIS 3DO SOFTWARE PRODUCT (RELATING TO EITHER THE COM- 
PACT DISC, THE SOFTWARE OR OTHERWISE) ARE EXCLUDED TO THE MAXIMUM EXTENT ALLOWED BY 
APPLICABLE LAW. 

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or affiliated entity) any other liability in 
connection with this 3DO software product. 


IN NO EVENT SHALL 3DO BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL (INCLUDING LOSS OF 
PROFITS), SPECIAL AND/OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE 
PURCHASE, POSSESSION, USE, OR INABILITY TO USE THIS 3DO SOFTWARE PRODUCT, EVEN IF 3DO HAS 
BEEN ADVISED OF THE POSSIBILITY OP SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 3DO’S LIABILITY TO 
THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS 3DO 
SOFTWARE PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OP INCIDENTAL OR CONSEQUENTIAL DAM- 
AGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY PROM JURISDICTION TO JURISDICTION. 


3DO has endeavored to ensure that the end user manual and promotional materials regarding this 3DO software product accurately 
reference the product. However, because of ongoing improvements and updating of 3DO software products, 3DO cannot guarantee the 
accuracy of printed materials after the date of publication, and 3DO disclaims any loss, liabdity and/or damages, whether in contract, tort or 
otherwise, arising out of or resulting from the manual and promotional materials, including, without limitation, any loss or liabdity resulting 
from changes, errors or omissions with respect to any of such items. 


